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Available on CD-ROM 
for IBM & Compatibles 


Super-VGA graphics and an 
astounding sound track make 
this simulation the hottest 
thing afloat. 

Great Naval Battles III. 

The Pacific is yours, if you 
can stand the heat! 

To order: Visit your retailer or 
call 1 -800-601 -PLAY with 
visa mc (North America only). 


ments to full-blown carrier 
task force battles! Use the 
powerful scenario editor to 
create your own battles or 
modify existing ones in areas 
like Midway, the Solomons 
or the Phillipines. A sophisti- 
cated customizer lets you 
alter various aspects of the 
game routines — for 
unprecedented control. 

A new interface and 
menu options, laser-sharp 


SSI's immensely successful 
Advanced Simulator Series 
continues! GNB ill: FURY IN 
THE PACIFIC is a huge simu- 
lation encompassing the 
entire Pacific War. 

You get all major 
American and Japanese 
ships and aircraft of the 
Pacific Theater. A Random 
Battle Generator lets you 
create unlimited conflict — 
from small surface engage- 


IBM 256-COLOR SVGA DISPLAYS 


1995 Strategic Simulations. Inc,. A Mindscape Company. All rights reserved 
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“ Triad is a truly awesome game.”* But don’t take our word for it. 



“ Rise of the Triad is sure to have every DOOM freak in the 

world lining up just to drool all over it." 

— Interactive Entertainment * 

' 

Rise of the Triad provides everything an action gamer could want. 

— Computer Game Review 

t - ,=> fY * -.4 * v?, i../ : j I A-f i V ' ‘ l ' ’ L- r '-7 

"This game is the most multiplayer-friendly product we’ve seen 
DeathMatch will never be the same again." 

— Computer Gaming World 


g : j 1 -player network games 


. 


Science Level Adjustment 
MSfgcfe if you want it! 


• ? Dio as one of five unique characters (male 
& female) on over thirty levels of action! 

This is the qame you've 
been waiting for. An 
all-out blast-fest. The 


r 


fire rampage of your 
most twisted niqht- 
m a res . With te n i n c red i b ly 
vicious weapons, you 
annihilate the enemy. 
Your machine qun blasts 
holes in the walls. Sparks 
and metal fly as you 
b low a part everyth m q in 

I j 

sight. Mass destruction 
has never been this fun! 






- . 2M' ■ - T INCORPORATED ^ _ . 

Created by Apogee Software. Ltd.anci distributed' by ForrnGen Inc. 7641 E. Gray Rd, Scottsdale, AZ, 85260 (800) 263-2390 
Available on disk ar>TCD Supports serial, modem, and 1 1 -player network (Individual or team) play. 

(body bags not included) 
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8 Communications 

Let the voice of the people be heard. 


1 2 Newsnet 

Buying Your Award: Blowing the lid off Cybermania '94. 

Computer Playthings: Computer nerds: eating and dressing the part. 
The Highway: America Online gets an interface-lift. 

Shelf-Burners: The top-selling games ranked for each computer system. 


26 Point off Reference 

Snails, nails and puppy dog tails abound as Mikki Halpin takes a look at 
the world of interactive boy stuff. 


30 Just Kiddin' 

A grab bag of quality edutainment featuring Putt Putt Goes to the Moon , 
Mario's Time Machine Deluxe and more. 


32 
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36 
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Shareware Spotlight 

Jeff James explores the untamed frontier of shareware with a preview of 
Apogee's Boppin' plus reviews of Skunny Kart, Wacky Wheels and In Search 
of Dr. Riptide. 


Previews 

Descent, SuperKarts 
Retribution 

Ishar 3: The Seven Gates of Infinity 
ESPN Baseball Tonight, Renegade 



Cheat Mode 

Computer Player gives you a wide variety of handy hints and sneaky tricks. 
This month, learn how to access the cheat menu in Colonization, get 
unlimited cash in World ofXeen, plus find helpful tips for Delta V, 
Maelstrom, Jump Raven, Lords of the Realm, Halloween Harry and Raptor. 


Reboot 

Populous was not only one of the most influential games in recent history, 
it also became an international fad. 



Reviews 

Relentless: Twinsen's Adventure 

The Legend of Kyrandia Book Three: Malcolm's Revenge 
Armored Fist 
Magic Carpet 
Dreamweb 
Wolf 

Under a Killing Moon 
Aces of the Deep 
NFL Hall of Fame Football 
Night Trap 

Operation: Body Count 
Star Trail: Realms of Arkania 
Blown Away 
Gadget 

Blake Stone: Planet Strike! 

Master of Magic 
Cyclemania 
Death Gate 


p. 76 
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Capsule Reviews 

Zork Anthology, Lamborghini American Challenge, NFL Sports Guide and 
The Journeyman Project Turbo! 

Strategy 

Stuck between a rock and a hard place? Don't spend your hard-earned cash on 
expensive hint books! You'll find the answers right here — and for a fraction of the 
cost. Featured this month: 

Doom II Survival Guide by Jim Ratkos 


Cover Story: Lost Eden: Paradise Has No Elves 
by Jeffrey Adam Young 

Cross Paradise Lost with Land of the Lost and what do you get? 
A new breed of adventure game. Jeff Young takes a look at 
this timeless tale. 




p. 26 
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On the Cover: 


This rendered image from Cryo 

software shows 
Homo sapiens and dinosaurs 
peacefully coexisting in 


Lost Eden. 
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SOFTWARE AT ITS BEST... 
BUT FOR A PRICE 


Most gamers don’t realize how lucky they have been. The past year has pro- 
duced some of the best games ever to hit the shelves. Just look through the 
pages of this magazine and count how many games in this issue alone received a 
rating of 8 or above. Last month, when we did our best and worst games awards, 
we actually had a difficult time finding the worst game of the year. But there is 
always one very special title that you will absolutely loathe. 

Even with all the mergers and acquisitions that are going on in the industry, 
developers have managed to create games that are absolutely brilliant. Games 
like Relentless, The Legend of Kyrandia Book Three, Armored Fist and Magic 
mii ■ .1 ■ i * Carpet, just to name a few, all 

I always love to hear it when 
someone at a software com- 


pany tells me. ‘It runs great 
on a Pentium. ” 


prove the quality of the selec- 
tion at hand. A look back in 
time reveals that computer 
games haven’t been this 
good since the mid-’80s. 
Creativity is certainly at a high 
right now. 


© 

Could not complete your 

request because there is not 


enough memory (RRM). 


f ok 1 ; 
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As good as some of these games are, they demand major computing horse- 
power in order to play them. It’s gotten to the point where almost all new games 
require an IBM PC 33 MHz 486 or better in order to run them. Most will work with 
only four megabytes of memory, but you have to perform the miracle of the “boot 
disk” in order to get them to do so. Games that install off floppy disk need any- 
where between 15 and 30 megabytes of hard disk space. And to top things off, we 
are starting to see games that are on four CDs. Remember swapping 5.25" 
diskettes on your C-64 or Atari 400/800 every two minutes? Welcome to CD-ROM. 

As the woman with the bleach-blonde crewcut on the infomercial says, “Stop 
the madness.” We are literally at the point where games are demanding more of 
our systems faster than we can upgrade them. 

True, the price of the hardware has substantially dropped, but we shouldn’t 
have to upgrade our systems every time a new game comes out. I always love to 
hear it when someone at a software company tells me, “It runs great on a 
Pentium.” Great, except for just one thing — I don’t have a Pentium at home, and I 
know most computer gamers don’t either. I just wish developers would be a little 
more considerate of gamers’ needs when it comes to using memory and other 
hardware requirements. 

In closing, enjoy the abundance of good games that are out there — that is, if 
your machine is capable of playing them. 





100% AMERICAN! 


— Mike Davila 
Editor in Chief 
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This one you won't 
want to miss. 

It's been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland " and The 
Bard's Tale ", our goal was to produce a game every bit 
as innovative and unique. We think you'll like the results. 


Art and Stuff 

Graphically, the 
game is state-of- 
the-art stunning 
(we're a little 
biased but check 
out the screen- 
shots for yourself). 
We used a combination of live actors and computer 
generated creatures with Silicon Graphics environments 
and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
lightning storm. 






The Box, the Book and Story 

The packaging is every bit as cool as the game. 
Shipping in a special tombstone-shaped, hologram box, 
the package starts you on your quest "through dark cor- 
ridors, treacherous 
sewers and subter- 
ranean realms of 
faeries, magick 
and the living 
dead." (We had 
to th row a bit of 
marketing hype in 

here somewhere.) Along with the skeleton hologram 
cover, you also get a limited edition, hard-bound 
Stonekeep novella by Steve Jackson and David Pulver. 



The Game's 
the Thing 

A combination of 
traditional role 
playing and 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes together in a system that allows for quality story- 
telling combined 
with a 

yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 






"By Gamers. For Gamers." M 
Interplay's slogan and 
Stonekeep is the kind of game 
we've always wanted to play. 


It looks cool, sounds great and 
tells a good story. It's one 
of those games you'll 
stay up playing until 
three in the morning 
on a work night. 

Basically, it's just a lot 
of fun. 


is 


A CD-ROM, Role-Playing 
Experience for IBM and Compatibles. 



CIRCLE #103 ON READER SERVICE CARD. 


© 1 994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 
The Bard's Tale and Wasteland are trademarks of Electronic Arts. 
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CD-ROM Bugs 

I am planning to buy a CD-ROM 
drive in the near future but am afraid 
that the software on the CDs is going 
to be as bug-filled as the games that 
have been released on disk. 

My question is: Since CDs are "read 
only/' how will the game manufactur- 
ers/publishers handle patching games 
released on CD? 

— Jim Kline 
Pittsburgh, Pennsylvania 

Dear Jim , 

We're sure that many computer 
gamers share the same apprehensions 
about CD-ROM products since they are 
"read only. " But CD-based game 
designers have figured out ways in 
which they can work around that draw- 
back and can issue an upgrade that 
fixes bugs in a CD game. If you've ever 
played a CD game on a PC you'll 
notice that almost all of the time it still 
makes some use of the hard drive. An 
upgrade/fix would do the same. Some 
software companies have even been 
able to devise a way to come out with 
new game levels for an old CD title. 

Games Only! 

I have been a charter subscriber to 
your magazine since its inception. The 
first issue was, in my estimation, out- 
standing. Now, I am not so sure. For 
several reasons. 

There appears to be a lot of stuff 
included in the pages that has nothing 
whatsoever to do with computer 
games. Are you adding all of this stuff 
in there just to have enough copy to fill 
up the pages? Or is it because some- 
one is giving you kickbacks to include 
their stuff? 

For instance: hippy, dopehead, rock 
'n' roll music. Holy MTV! What has this 
got to do with computer games? Stuff 


like NES, CD-i, 3D0 and all of the other 
teenybopper stuff. Sure, these things 
are big sellers, but there is already a 
plethora of magazines out there that 
cater to that crowd. 

Let's keep your coverage to PC com- 
puter games and get away from that 
stuff. Most of the games magazines are 
fast disappearing. It seems as if there is 
a "magazine terrorist" out there called 
Ziff Davis. He is buying up all the good 
computer magazines and is changing 
their format to his Madison Avenue 
advertising garbage; either that, or 
closing them down just to stop the 
competition. I think the government 
should check into their shenanigans. 

An antitrust violation might be in the 
works. I at least applaud your coverage 
of some of the better shareware games 
out there. Bravo! Too bad the other 
mags do not. 

Another thing: I wish you would 
include in your reviews a mention as to 
whether or not the particular game in 
question supports, or is written for, 

Reel Magic. I have seen a demo of this 
card and it is interesting. Of course, the 
resolution on a big-screen TV is a little 
flaky and fuzzy, but, at any rate, we 
would like to know if a particular game 
is written to take advantage of full- 
motion video. For instance, Return to 
Zork is advertised to be in the Reel 
Magic mode. Does this apply to the 
versions that came out a few months 
back, or only to the new versions? How 
do we find out? I might want to buy a 
Reel Magic card. I will not do so until I 
find out if there are sufficient games 
written to take advantage of it. 

Also, I would appreciate seeing 
expanded coverage on gamers' aids — 
hints, cheats, solves, walk-throughs, 
trainers, etc. There can never be 
enough coverage of these. Many devel- 
opers will gladly supply you with all of 
the built-in "cheats." If not, there are 
many other sources of them available. 
Just ask your programmer or games 
player types. 

My ol' sore, stiff, arthritic fingers are 
beginning to pain me now, so I will 
close. I hope that my complaints and 
suggestions may fall on cooperative 
ears. I remain sincerely yours, 

— Ray W. Shannon 
Bulverde, Texas 


Dear Ray , 

Wow, you sure had a mouthful 
there! In regard to the Reel Magic 
board, we will always mention it if the 
game being reviewed is compatible 
with that particular board. Remember 
that it must say "Reel Magic compati- 
ble" on the box of the game in order 
for it to work with the Reel Magic 
board. The older version of Return to 
Zork was not compatible with it. Good 
hearing from you again. 



The Trip Media gang at BurniCycle premiere. 



Interactive Movie Trash 

I must commend you on the excel- 
lent article about the production of 
Burn:Cycle. Although I consider most 
interactive movie titles trash, I have 
hope Trip Media's offering will change 
my opinion. The dialogue with Trip 
Media (are they druggies or what?) 
revealed them to be a group of 
extremely well-written and intelligent 
individuals. They have a strong sense 
of what they want from the technology, 
and their motivations for each decision 
covered in the article were insightful 
and often brilliant. 

In the months ahead, I hope to 
begin developing my own video-game 
design. If I'm lucky, I'll be able to 
assemble a team of nonconformists as 
astute as Trip Media's. Thank you for 
bringing that particular story to light. 

— Mark Nelson, Cranium Megahurt 

Brooklyn, New York 
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communications... 


PS: Please forward a copy of this let- 
ter to Trip Media if at all possible. Or 
better yet, call or write me with an 
address where I can contact them. 
Thank you. 


Dear Mark ; 

Thanks for the praise on the feature 
article. We agree that Trip Media has a 
great creative driving force behind it. 
You can reach them via CompuServe 
at 100023,2722. Good luck on your 
project. 


Cybersex 

In the September 1994 issue [Issue 
1.4], Jeff Young wrote a Newsnet 
story titled "Cybersex: Digital Stimu- 
lation." I was wondering if you could 
tell me what software is pictured in 
the story. Also, that's quite a mug 
shot of you guys on the inside. Great 
magazine, guys. I enjoy it much and 
always look forward to next month's 
issue. Keep it going! 

— Ross A. Bailey, 74734,3120 

CompuServe 

PS: Four bucks is way too much for 
a pack of smokes. 

Dear Ross , 

The particular title you saw in that 
Newsnet feature is from Vivid 
Interactive. (Yes, the same Vivid that 
does the naughty videos.) We can't tell 
you the exact title of the software 
because one of our editors ( who shall 
remain nameless) decided to bring it 
home for the weekend and has never 
brought it back. It must be good. 

Also, CES is a good way to quit 
smoking. 

Late Subscription Copies 

I recently subscribed to your maga- 
zine. However, the past couple of 
issues I've been receiving after the 
newsstand gets their copies. 

I love your magazine, but can't stand 
it when everybody gets to read it 
before I do 'cause the newsstand has 
had their copies for over a week and I 
have to wait for the mail! 

—PaulS 10542 
America Online 


Dear Paul, 

We're sorry that your issues of 
Computer Player are not arriving in a 
timely manner, but the fact is our sub- 
scription copies are the first copies of 
the magazine that go out every issue — 
before the newsstands get theirs. You 
might want to give Uncle Sam a ring at 
the post office. 


fault. Most software developers and 
publishers will create a game first for 
the IBM PC compatibles and later on 
port it over for the Mac, unless they are 
a Mac-only developer. They want to hit 
the largest installed base first, since it 
makes good financial sense to do so. 
You might want to bark at them for 
some more Mac-only games. 

In regard to Marathon, we are plan- 
ning on covering it in our next issue. 

Thanks for the tip. 




How to Reach 
Computer Player 

Computer Player can 
be reached on-line for 
comments and sugges- 
tions. We'd be glad to 
hear any input (good or 
bad) you might have 
about our happening 
mag. Electronic mail can 
be sent to us via the fol- 
lowing on-line systems: 


Where's the Mac Beef? 

I'd like to tell you a story. It is about 
a certain guy (me) who bought issue 
1.6 of your mag. It said on the front 
"IBM PC, Mac, CD-ROM, CD-i, 3D0," so 
he thought, Well, Mac games are 
included and bought it. Remember, it 
costs $4.95. He thought he'd risk the 
five bucks. When he got it home, he 
opened it and saw that it had many, 
many IBM PC reviews, but only five 
capsule reviews of Mac games. 

He decided to write to the mag, so 
here it is. Why don't you do what your 
cover says and review some Mac 
games? I have a good suggestion for a 
review. There is a game that's going to 
be released for the Mac called 
Marathon. Some say it will knock the 
socks off Doom. The demo is coming 
soon, so why don't you download it 
and review it? 

— Dan Pride (DanPr007) 
America Online 

Dear Dan, 

As far as the scarcity of Mac cover- 
age is concerned, you're absolutely 
right. But the problem isn't entirely our 


America Online: CompPlayer 
CompuServe: 70007,3554 
GEnie: COMP. PLAYER 
Internet: COMP.PLAYER@ 
GENIE.GEIS.COM 
Fax: 310.247.1708; 
310.274.7985 


Or, if you prefer to contact us 
the old-fashioned way by writing: 

Computer Player 
Attn: Communications 
9171 Wilshire Blvd., 

Suite 300 

Beverly Hills, CA 90210 


If you'd like more information 
on how to sign up, give these 
systems a call and tell them 
Computer Player sent you! 

America Online: 
800.827.6364 

CompuServe: 800.848.8990 
GEnie: 800.638.9636 W 
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data thief. The bad news is you've just down- 


comingsoon 

MAC & PC CD-ROM 




PHILIPS 


Limited first editions of BurmCycle contain a separate original hardcore rave soundtrack CD. Burn:Cycle ©1994 Trip Media Limited. © Philips Interactive Media International Ltd. ©1994 Simon Boswell. All rights reserved. ©1994 Philips Media. All rights reserved. 
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loaded a particularly repugnant little cyber-virus called “Burn:Cycle" into your skull. You have exactly two hours to find 
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Your Award 











Respected Awards Show 
or Joke of the Year? 





hroughout the entertainment industry, one can find 
numerous dignified awards. The motion picture 
industry has the Academy Awards (Oscars). The 
recording industry has the Grammys. The television 
industry has the Emmys. These awards are the 
most-coveted, most-respected honors that artists 
can receive in their field. Sure there are others, but these three dis- 
tinguished awards are the ones that almost every actor, director, 
writer and musician long to obtain. They represent hard work and 
determination and say that you or your work deserve to be called 
the very best. With these awards also comes your typical gala 

awards show, where millions 
of people sit in front of their 
televisions and anxiously wait 
to see which lucky people will 
be chosen for their excel- 
lence. These events have 
been around for plenty of 
years and have earned 
respect and established digni- 
ty along the way. 

Today, there is yet one 
more industry that is lobbying 
for an award and award show 
of the same stature as that of 
an Oscar. That industry is our 
very own, the computer- and 
video-gaming industry. On 
Saturday, November 5, the 
Academy of Interactive Arts 
and Sciences (AIAS) held the 


Our lovelv hosts, 

Leslie Nielsen and 

Jonathan Taylor Thomas 


first-ever live telecast of an awards show that was specifically dedi- 
cated to interactive programming and video games. Cybermania 
'94: The Ultimate Gamer Awards presented awards to winners in 12 
categories that were determined by the AIAS. Now, if at this point 
you're saying to yourself, "What on Earth are the Cybermania 
Awards ? I've never heard of them!" don't worry, because you are 
not alone. I myself hadn't heard about the AIAS or the Cybermania 
Awards until one week prior to the show. Therefore, I felt it neces- 
sary to find out what, in fact, they actually were and to determine 
whether or not this award should be considered the most-respected 
award that a software developer could receive. I think you'll be very 
interested to find out what I actually discovered. 

The Academy of Interactive Arts and Sciences is a group found- 
ed three years ago by an entertainment lawyer named Andy Zucker. 
According to Zucker, the AIAS is composed of "300 hundred voting 
members who are made up of individuals who work in all sorts of 
interactive fields, including computer gaming, interactive TV and 
film, attorneys, agents, software companies, etc." Three hundred 
voting members didn't sound like a very substantial number to me, 
so I thought I'd find out how many people vote on some of the 
other awards in the entertainment industry. It turns out that, for the 
Oscars, the Academy of Motion Picture Arts and Sciences has 
around 4,700 voting members, and the Emmys and the Grammys 
are voted on by 7,000 members each. These numbers, which are 
obviously substantially higher than that of the AIAS, began to make 
me wonder how credible this show actually was. 

I decided to find out how the AIAS went about handling who 
was to be nominated. Andy Zucker informed me that "we (AIAS) 
solicited about 2,500 multimedia groups throughout the country 
and received about 200 entries for competition." This struck me as 
being kind of strange, out of 2,500 multimedia groups solicited, 
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Robert Culp trying to 
inject fun into his 
acceptance speech 


Not SO funnyman 

Charles Fleischer 


noppir 


Id's Jay Wilbur win 
ning for Doom 
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If you are constantly buying the latest in high-tech machinery and do all your sFopping at The Sharper Image, you might want to look 
into Bang & Olufsen's new line of telephones. To complement its high-end line of stereo systems, the Danish electronics company is now 
offering a unique and extremely stylish new phone system called the BeoCom 1600. This sleek unit will sell for $199 and include features 
such as an LCD readout and memory that can store numbers with as many as 28 characters for easy access to long-distance calling or to 
include access numbers for banking. The phone will also feature one unusual optional function, an infrared audio volume control that 
clips on to the side of the base and allows users to turn down the volume on their B&O stereo equipment when they receive an incoming 
call. Bold, beautiful and functional. For more information, contact Bang & Olufsen at: 800.323.0378. 
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Bang & Olufsen '8 BeoCom 1600 








The Barbarian 
Brothers flank Marla 
Gibbs 


MORTAL KOMBAT 

Rules! 


The My St brothers, 
Robyn and Rand Miller 
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With over 100 million units sold, the Etch A Sketch is one of the most popular toys of all time. Therefore, it's no wonder that this 
unique product has made its way into the computer age. Now available for Windows at a suggested retail price of $29.95, Etch A 
Sketch is equipped with tons of built-in computerized special effects, thousands of colors, wacky line styles, wipeout effects, zany 
sounds and more. Plus, there are more than a dozen interactive games and activities to challenge kids' skills, creativity and knowl- 
edge. So lose the boring black-and-gray version and get into the color! Your child will thank you for it. 

For more information, contact Screen Magic at: 41 5.648.8056. 
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Media won nearly half of the awards given out in the entertainment 
categories, and one award in particular was as far off as giving Corey 
Feldman an Oscar for Best Actor over Robert De Niro. In the category 
of Best Sports Game, where the nominees included FIFA Soccer, NBA 
JAM and NHL '94, the award went to Caesar's World of Boxing. A 
game where all you do is bob, weave and punch wins over the likes 
of one of the best sports games ever made, NBA JAM?! Could it be 
that half of the AIAS members are employees of Philips? This ques- 
tion could not be answered, but when I asked a Philips representative 
if they payed for their games to be nominated, I found the answer to 
be obviously "yes." They felt that "to see your products win an award 
on national TV makes the whole thing worthwhile. It's a morale boost- 
er for everyone who works at Philips. Plus, it's one of the best ways to 
promote your product." One thing is for sure, Philips is a company 
that is not scared of promotion. Lately, every time you turn on the 
television you see one of their commercials where Phil Hartman is 
doing his best impression of about ten different people. 

After all of the dust settled and I began to regain control of my 
senses, I was left with one last question: Is the Cybermania Award a 
respected award to win? By this time, my opinion was a very strong 
no, but I longed to know what other people thought. Jay Wilbur, 
speaking on behalf of Id, told me: "We hold each award we get with 
the highest amount of honor. There is no one award that we put high- 
er than any other. However, if someone came in and gave us a Noble 
Prize, that would get elevated a little higher than the rest. But, for the 
most part, they are all on the same plateau." 

Sue Seserman had a different opinion in regard to the "most-cov- 
eted awards in the industry." She stated: "Although we're always 
pleased to receive any award, the awards that are the most meaning- 
ful to us are the ones given by the entities closest to the industry, 
such as the gaming magazines. The magazine industry knows what 
the quality games are and bases the awards that they give out strictly 
on the title's merit. They have the 
best interest of the software pub- 
lishers at heart." 

So what is the award to win? 

The Digital Hollywood Award, the 
SPA "Codie" award, the New Media 
Invision Award, an award from the 
magazine industry or the AIAS? For 
now, it's up to software publishers 
to decide which awards they respect 
the most. However, at this point, it's 
safe to say that the AIAS awards 
may not be the ones that should 
truly represent this industry. Will 
there be a Cybermania '95? 

Probably. Is this a good thing? Yes, 
because, hopefully, they will learn 
from their mistakes. Will I be invit- 
ed? Not on your life! 
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only 200 organizations wanted to be involved? Upon further investi- 
gation, I discovered that it, in fact, wasn't just a solicitation but an 
application to be included. And, as you may already know, with most 
applications comes the typical application fee. It turns out that the 
AIAS was asking software publishers to pay to have their programs 
nominated! It was obvious to me that this show was not giving out 
awards based on merit, but was doing this as a profit-making venture, 
to some extent. Needless to say, I was dumfounded to find out that 
an awards show that was trying to get this industry some recognition 
was actually asking software publishers for money so they can get 
their games talked about and shown on national television. 

I then took a glance over the 12 televised nominations for the 
Cybermania Awards to see what type of array was present. To my dis- 
may, I noticed something that I thought was a little strange: Not one 
title in the 12 categories was by LucasArts, one of the leaders in 
entertainment software. The best comedy category was barren of 
both Day of the Tentacle and Sam and Max Hit the Road. Also, X- 
Wing and Rebel Assault were nowhere to be seen. According to Sue 
Seserman, public relations manager for LucasArts, their company 
wasn't ready to get involved with the AIAS awards just yet. She 
states: "LucasArts primarily wanted to sit this year out and see how 
the event was handled. We didn't know much about the AIAS and 
wanted to see how credible this year's show was going to be." 

Then came the eve of the actual show. Leslie Nielsen (the Naked 
Gun himself) and Jonathan Taylor Thomas (Tim Allen's son on Home 
Improvement and the voice of the young Simba in The Lion King ) 
hosted the lavish event, which, for the most part, had a hard time try- 
ing to find its audience. Were they trying to appeal to adults who 
work in the industry or were they doing this show just for kids? The 
show set out to be a traditional awards show, with the winners com- 
ing up and making acceptance speeches. This was one of the high- 
lights of the evening, because it is so seldom that the general public 
gets to see and hear the likes of Rand and Robyn Miller (creators of 
Myst) get up on stage and give thanks. Or Jay Wilbur (COO of Id 
Software) accept a well-deserved award for Best Action/Adventure 
Game. What was also nice about Cybermania '94 was that they 
passed the time with short videotaped montages on subjects like how 
a CD-ROM is produced, who and what are hackers and the evolution 
of the video game. But that was it as far as adult entertainment was 
concerned. The rest of the show was filled with everything from 
dwarfs performing juggling acts to live, onstage wrestling. The 
Barbarian Brothers made complete asses of themselves, and Robert 
Culp, who won the Best Actor award for his role in Voyeur, made the 
worst acceptance speech in the history of awards shows. Leslie 
Nielsen even pulled out his gun twice on the show. Poorly handled 
live remote feeds from arcades in Las Vegas, New Jersey and 
Orlando, Florida, also served as a complete annoyance, unless your 
form of entertainment is watching a kid wearing a shirt that says 
"Jesus Freak" screaming out what his favorite game is. 

Once the evening was over and all the awards were given out, I 
noticed something else that just didn't sit right. Philips Interactive 
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Do you dream at night about climbing into the cockpit of a Stealth bomber, grabbing hold of the controls and shooting down every 
enemy that falls in your crosshairs? Or do your fantasies lie in the realm of stepping into a Formula One race car, grabbing the wheel and tear- 
ing through the streets of Monte Carlo? Whatever the case may be, CH Products has the driving and flying accessory you've been looking for. 
The Virtual Pilot Pro is the ultimate simulation controller, featuring dual four-way switches for total command of your aircraft, six fire buttons, 
a throttle and elevator and aileron trim controls. It's also a piece of cake to install; just adjust the clamps to fit your desktop, plug it into the 
joystick port of your IBM or compatible PC and get ready to rock. The Virtual Pilot Pro sells for $129.95 and is available now. 

For more information, contact CH Products at: 619.598.2518. 


Is this the next 
fashion trend? 


Just Try to 

Scream! 


Food for Thought 

H ave you ever wondered what a hacker's diet consists of? Is it pasta and garlic bread for dinner and then a scoop of 

raspberry sorbet for desert? Not on your life. Hackers have been known to sit in front of computers eating nothing but 
beef jerky and drinking warm Jolt cola. But that's just for starters. Jenz Johnson has just penned a new book that 
delivers some of the funniest and most disgusting recipes known to man. Giga Bites: The Hacker Cookbook is filled with over 
120 hacker-tested recipes, each under 6,000 calories. According to the book, a typical day might begin with "Breakfast 
Cheetos," which is basically a large bowl filled with Cheetos, Cheez Whiz, soy sauce, pepper and mustard. All you have to do 
is throw it in the microwave and enjoy. For lunch, "Oinkers" are always nice. Just mash up deviled ham, sausage, bacon, 
garlic and breadcrumbs, microwave it and spread it over mayonnaise-soaked bread. A hearty dinner can consist of "Potato 
Dogs," where a potato acts as a hot dog bun. And if you say you don't have a lot of time to make dessert, just throw togeth- 
er some "Cool Whip Compote." All you have to do is pour a pound of Milk Duds into a large tub of Cool Whip and top with 
chocolate syrup. Sounds yummy. Bon appetit! 

For more information, contact Ten Speed Press at: 800.841 .2665. 
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I t's little, it's lightweight, it's 
affordable and it has everything 
you need in one unit. You can 
now easily enhance your presenta- 
tions and add a new dimension to 
your standard business applications 
with the Zenith Z-Player, a multimedia 
unit that provides you with a double- 
speed CD-ROM drive, stereo speakers and 
an integrated 16-bit sound card. This 
mobile unit converts most portable com- 
puters with a Type II PCMCIA slot and 
512 K VRAM into state-of-the-art multi- 
media machines. Weighing just two 
The Zenith Z-Player pounds, the Z-Player can run on six AA 

batteries, a rechargeable NiCad cell or 
the Z-Player power supply. Plus, it's got a sleek, high- 
tech design that you'll flip over. And it sells for under 
$500. Get it while it's hot! 

For more information, contact Zenith Data 
Systems at: 800.533.0331 . 


I f the clothing designers at Chiphead have it their way, 
the geeks shall soon inherit the Earth by way of 
expressing themselves through fashion. Recently, 
Software Etc., the nation's largest specialty retailer of 
home personal computers and electronic-game software, 
developed a new line of fun, casual clothing that it called 
Chiphead. You see, the folks at S.E. feel that computer 
software and technology are emerging as influences in 
virtually every facet of people's lives and that fashion is 
just the next step. Their clothes and accessories feature 
cool combinations of computer-generated graphics and 
humorous computer-nerd messages, such as 
"The One Who Dies With the Most Ram Wins," 
Jfe “Drive Till It Megahertz" and "Crash King." 
f The Chiphead line of clothing and accessories 

” Vll includes T-shirts, sweatshirts, polo shirts, boxer 
'||gj|B shorts, baseball caps, watches, coffee mugs, 
note pads and much more. But don't worry— 
Chiphead does not offer any kind of pocket pro- 
tector whatsoever! 

For more information, contact Software 
Etc. at: 800.328.4646. 


I f you haven't heard of this company already, you're bound to sometime in the 
future, especially since the future is what this company focuses on. Software 
publisher Cyberdreams is a company that is dedicated to the designing and 
developing of high-quality interactive entertainment, focusing on the science fic- 
tion genre. 

Together with famed author Harlan Ellison, Cyberdreams will soon release a 
CD-ROM game called / Have No Mouth, and I Must Scream. Based upon Ellison's 
short story of the same name, this adventure takes you on a mind-puzzling jour- 
ney into the belly of a supercomputer. There you face a bizarre and ever-chang- 
ing world where you must defeat this computer that has 
destroyed all of humanity. Sounds challenging. 

Cyberdreams has also teamed up with another enor- 
mous talent, Swiss surrealist H.R. Giger. Best known as 
the artist who created the monster in Ridley Scott's film 
Alien, Giger has designed a screen saver exclusively for 
Cyberdreams and is also adding his artwork to the 
upcoming game Dark Seed II. 

Even though Cyberdreams may be creating a dark 
and gloomy future, you can bet it is sure to amaze. 

For more information, contact Cyberdreams at: 

818.223.9990. 


H.R. 

Giger's 

brilliant 
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on't Get Lockecfl 

There is nothing more annoying than copy protection. You're playing Prince of Persia 2, you pass a certain level, then you're asked to 
identify a certain object that appears on page 16 of your user's manual. I hate that! Thanks to the people at Copyware Inc., my wasted 
time can now become a thing of the past. They've developed The Universal NeverLock, a commercially available software package 
that defeats document checks in over 500 PC games. No more flipping through manuals, no more stupid quizzes, just straightfor- 
ward gaming the way it was meant to be. On sale at most software stores for $59.95, The Universal NeverLock is a must for the 
ultimate gamer. For more information, contact Copyware Inc. at: 905.830.1961. 
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Goldstar's 3DO 


C onsidering it's one of the most advanced gaming sys- 
tems on the market today, it's no wonder why 
GoldStar will now be selling 3DO hardware. After 
only one year on the market, the 3D0 installed base has 
reached over 250,000 units worldwide, and now there are 
well over 100 titles available for it. 3DO's powerful graphics, 
visuals and CD-quality sound have attracted the likes of 
Electronic Arts, Crystal Dynamics and Virgin Interactive 
Entertainment into publishing groundbreaking titles. 

GoldStar's new 3DO unit will feature a classier, more 
refined look and contain a game pad that is more form-fit- 
ted to the hand. The unit will sell for $399. If you're still liv- 
ing under a rock and haven't seen the advances of 3DO, 
wake up and reach for a star— GoldStar that is. 

For more information, contact The 3DO Company 
at: 415.261.3000. 


V alue packs seem to be the new trend in computer-gaming software, and 

Electronic Arts has just jumped on the bandwagon. With the EA Top Ten Pak, 
consumers who use IBM PC compatible computers can now get ten widely 
acclaimed PC games in their original format on one CD-ROM. That's a $250 value for 

just $39.95. All you have to do is pick your favorite game, 
load it onto your hard drive and play till your heart's con- 
tent! Some of the titles included on the Top Ten Pak are 
PGA TOUR Golf, Chuck Yeager's Air Combat, 
Indianapolis 500: The Simulation and Kasparov's 
Gambit. But that's not all— EA plans on releasing five 
more packs in the 
future, each focus- 
ing on a specific 
genre. The 
Fantasy Pak, The 
Entertainment 
Pak, The 
Simulation Pak, 

The Sports Pak 
and The EA Kids 
Pak should be 

in your favorite stores soon. 

For more information, contact 
Electronic Arts at: 415.571.7171. 




BurmCycle U.S.A. 


D o you hate your answering machine as much as I hate mine? 
Messages mysteriously erase, everyone's voices sound terrible 
on it and it makes far too much noise. If these are your feel- 
ings as well, look into Moon Valley Software's new multimedia 
answering machine, I'll Get-iT! Turn your PC into an answering 
machine with this easy-to-install, full-featured voice mail system. 
Perfect for the home or business, I'll Get-iT! incorporates the same 
quick-key access functions found 
on all voice mail systems, includ- 
ing remote access, repeat, scan, 
erase and time and date stamps 
for each message. Also on hand 
are dozens of voice mailboxes, 
private access codes and multi- 
media sound effects where you 
can replace the all-so-typical 
beep with a splat, zing or wow! 

So take your old, used up 
answering machine and throw it 
out the window. For under $60, 
let I'll Get-iT! answer your phone. 

For more info, contact 
Moon Valley Software at: 

805.781.3890. 


Chris Gore experienc- 
ing sensory overload 


D ate: November 4th. Year: 1994. 

Time: 20:00 PST. It was a dark, 
gloomy night in the City of 
Angels and Sol Cutter was in town. 

Why, you ask? And who the hell is Sol 
Cutter? Well, Cutter happens to be the 
star of the new cinematic adventure 
game BurmCycle and he was in town to attend Philips 
Media Games' lavish premiere party. A large warehouse 
was the site of the extravaganza where partygoers 
played BurmCycle on over a dozen monitors, watched 
demos of the game on projection screens and danced 
the night away. But was the party really that lavish? It 
was if you consider buffalo wings, carrots and celery and 
Miller Genuine Draft to be lavish. But if you were expect- 
ing champagne and caviar, my answer would have to be 
"no." However, Philips was nice enough to have party 
favors for everyone in attendance. Stick-on tattoos cov- 
ered all the tables. 

Despite the lack of a full bar, the party was definitely a success, and a good 
time was had by all, especially Computer Player's Editorial Director, Chris Gore. 
The invite clearly stated that "no responsibility will be taken for cases of sensory 

overload," yet Chris decided to bypass that 
and took a trip deep into the televerse. Next 
time, stick with Lite beer, Gore. 


The Trip 
Media team 
and Philips 
Games label 
president 
Dave 

McElhatten 


Will Someone 
Get the 

Phone? 










Golfers Unite! 


P icture this. It's 5:30 in the afternoon on Friday, all your work for the week has been completed and you'll be going 
home in a half hour. You glance out your window and see the lush green fairways of the country club calling to you 
in the distance. If you could only practice your stroke before the weekend. Well now you can! 

Sports Sciences has developed the perfect office companion for the busy executive, the PC Electronic Golf Club. All you 
have to do is connect the unit's base to the serial port on your PC and start swinging for that hole in one. But we all know 
that golfing is not a cheap sport. This little accessory will set you back $169, but at least you'll be able to practice in the 
dead of winter. And just so you know, balls are not included! 

For more information, contact Sports Sciences at: 800.860.4727. Swing away 


Time for a 

Face-Lift 








If you love thunderous bass, check out Altec-Lansing's ACS-3 home computer speakers. You know you're in for a 
treat when your subwoofer is three times the size of your speakers. Resembling speakers that you might find on the star- 
ship Enterprise, the ACS-3s deliver more volume than you'll probably ever need, but, what the hell, it's fun to play Doom 
II with blood pouring out of your ears! Plus, you can irritate your neighbors when you blast Rise of the Triad through 
these puppies. The sound of constant gunfire and screams coming from your computer will drive them nuts. 

For more information, contact Altec-Lansing at: 800.258.3288. 
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E verywhere you look, you're destined to see 
some form of virtual reality. Whether it be in 
video games, music videos or commercials, this 
hot technology is slowly becoming more accessible to 
the general public. Therefore, writer Joe Gradecki 
decided to write a book that the common man or 
woman could understand and use. The Virtual Reality 
Programmer's /C/fallows users with virtually (no pun 
intended) no experience to create dream worlds on 
their PCs. 

All you need is a little knowledge of C program- 
ming language and you're ready to design 
labyrinths, create VR games with sophisticated ani- 
mation and 3-D sound and much more. Who 
knows, maybe in a month's time you will have cre- 
ated the next Myst\ 

The Virtual Reality Programmer's Kit sells for $29.95 and is 
in bookstores now. 

For more information, contact John Wiley and Sons at: 21 2.850.6630. 


ThaCcpw. 
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O n November 13, 1982, a black granite 
wall was unveiled in Washington, 

D.C. The only thing this wall con- 
tained was names. Names of the 58,000 
Americans who lost their lives to the war in 
Vietnam. Now, more than 12 years later, 

Magnet Interactive Studios has developed a 
new multimedia CD-ROM to capture the 
complexity of emotion and the spirit of the 
Vietnam Veterans Memorial. The Wall: A 
Living Memorial simulates the experience of 
visiting the wall by allowing users to tour a 
three-dimensional, animated model of the wall from beginning to end. The Wall 

also contains letters sent home from south- 
east Asia, as well as personal information 
on each of the 58,000 men and women 
who were killed. The Wall is sure to be a 
moving, learning experience. 

For more information, contact Magnet 
Interactive Studios Inc. at: 
202.625.1111. 


I n 1989, America Online was launched. It 
marked the beginning of on-line services 
for the common man. Now, five years later, 
with over 1.25 million satisfied customers, 

America Online has decided it's time for a 
change. It's time to change the look of things, 
time to freshen up, time to keep up with the Joneses— let's just say it's 
time for a face-lift. America Online has a new interface. ..and it's beautiful. 
It's now alive with color and texture that make traveling through the ser- 
vice a breeze. Plus, five new departments have been added: Kids Only, 
Reference Desk, Personal Finance, Sports and, best of all, Internet Con- 
nection. All of which are right before your eyes on the main menu. 

What's also new and exciting about AOL is that 
subscribers are now able to simultaneously view 
and save color photographs and graphics. That 
means no more downloading to your hard drive, 
exiting AOL, opening Photoshop and viewing. It's 
now all done while you wait, and it's also a lot 
faster now due to a new compression technology 
licensed from Johnson-Grace, a privately held 
multimedia technology development company. 

If you haven't 
seen America Online lately, find ver- 
sion 2.5.1 and check it out— it's sure 
looking good! 

For more information, con- 
tact America Online at: 

703 . 448 . 8700 . 


STAND 


& mmas e* i 

C 3 Sir Force Tioes 
C 3 ftroy Tioes 
CO The fH I antic Oonthly 
C3 Boc*.pcc*er Hogozine 
C 3 6 «cyc)ir>g flcyazir* 

CO Boot mg 
CO Cor and Driver 

CO Chicago Fribuoe 
CO Christianity Online 

Cj Co linn »ts t Feo'urfj 


TH H»**C»>* 


I t started as a comic book. Then someone thought it might make a good 
movie. Now it's soon to become an interactive, multiplatform CD video 
game. Philips Media Games and the Edward R. Pressman Film Corp. 
will be bringing the gothic fantasy The Crow to home entertainment sys- 
tems sometime in 1995. Based on the graphic comic book by James 0. 

Barr, The Crow tells the story of a young man who 
rises from the grave to avenge the death of him- 
self and his girlfriend. The game is said to be 
an extension of the movie, with the same 
ominous style and alternative rock sound- 
track. Let's just pray that no one gets hurt 
while making this game! 

For more information, contact Philips Media 
Games at: 800.824.2567. 












Tom Grimley's studio. Poop Alley, is not just a place w har s ta a ol bands go to 
record; they go there to escape the mayhem of the modern-day arcade. Besides 
being a fully functional recording studio. Poop Alley is a haven for the home enter- 
tainment centers of yesteryear. Tom t re a t s Ms guests to idi night bouts of Astro 
Smash on Ms InteHivision and mar a th on tournaments of Pong on his Concert Hall IV. 

Mfoifdng constantly with Ms IBM PC 386 equipped with Itartle Beach SB K, Tom 
has engineered the likes of Beck, That Dog, Slug, Charles BraMhSnperstar and 


- - - 
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All information (except Top 10 Philips CD-i and Baker & Taylor's Top 10) 
taken from PC Data's Hits List of top-selling software for the month of 
September 1994. List is based on units sold by 16 retail chains, represent- 
ing over 4,000 stores. For more information, contact PC Data at: 
703.435.1025. 


MouselWIitt Keyboarders 

If you find yourself constantly rubbing your wrists after a long day at work, you're probably suffering from carpal tunnel syn- 
drome. But don't worry, this is a common thing for people who use their wrists on a computer mouse or keyboard for extensive 
periods of time. Fortunately, a company called MouseMitt International has developed a new concept in ergonomic wrist supports 
called the MouseMitt Keyboarders. Designed for both men and women, these slip-on gloves have a pad at the critical area of the 
wrist to cushion the carpal bones from the weight of the hand. But that's not all; these beauties also eliminate chafing that comes 
from long hours on the keyboard. And if you have kids who skateboard, they can use them as well. Fun for the whole family! 

For more information, contact MouseMitt International at: 408.335.9599. 


HE Fighter by LucasArts 
ft. 10 Pak* by Sirius 

4. Outpost * by Sierra On-Line 

5. SimCity 2000 by Maxis 

6. Star Wars Rebel Assault * by LucasArts 

7. The 7th Guest * by Virgin 

8. Microsoft Flight Simulator by Microsoft 

9. Microsoft Entertainment Pack, Best of by Microsoft 

10. X-Wing by LucasArts 

11. Police Quest IV * by Sierra On-Line 

12. Falcon Gold Flight Simulator * by Spectrum 
HoloByte 

13. Master of Orion by MicroProse 

14. Mighty Morphin Power Rangers by Paramount 

15. Wolfenstein 3-D by GT Interactive 

16. King's Quest Collectors Edition by Sierra On-Line 

17. Wing Commander Armada by Origin 

18. Microsoft Golf for Windows by Microsoft 

19. Indy Car Racing by Virgin 

20. X-Com * by MicroProse 
*Games available on CD-ROM 


Top 10 CD-ROM Games* 
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10 Pak by Sirius 

3. Outpost by Sierra On-Line 

4. Star Wars Rebel Assault by LucasArts 

5. The 7th Guest by Virgin 

6. Corel Gallery by Corel 

7. Microsoft Encarta by Microsoft 

8. Print Shop Deluxe CD Ensemble by Brpderbund 

9. Police Quest IV by Sierra On-Line 

10. Falcon Gold Flight Simulator by Spectrum 
HoloByte 

includes both Macintosh and IBM PC versions 


Top 10 Macintosh Games 
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by Brpderbund 
l SimCity 2000 by Maxis 

3. Chessmaster 3000 by Software Toolworks 

4. Star Wars Rebel Assault * by LucasArts 

5. Links Pro by Access 

6. Prince of Persia II by Brpderbund 

7. Jump Raven* by Paramount 

8. FA-18 Hornet by Graphic Simulations 

9. Pathways Into Darkness by Bungee 
10. The 7th Guest* by Virgin 

available on CD-ROM 


Baker and Taylor's Top 10 Selling CD-ROM Games 


for October 1994 


1. Iron Helix by Spectrum HoloByte 

2. 10 Year Anthology Collection by Interplay 

3. Alone in the Dark by Interplay 

4. Undersea Adventure by Knowledge Adventure 

5. Amazing Universe by Hopkins Technology 

6. T.J. Finds a Friend by Media Resources 

7. Castles 2 by Interplay 

8. Chopper Pack by Microprose 

9. Man Enough by Warner New Media 
10. Myst by Brpderbund 
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2. Dragon's Lair 

3. Mad Dog McCree 

4. The 7th Guest 

5. Litil Divil 

6. Voyeur 

7. Kether 

8. Mutant Rampage 

9. Space Ace 
10. Effacer 


*AII titles published by Philips Media Games 
This information has been compiled from the montt 
October 1994 by the Virgin Megastore, Los Angeles. 




Rise of the Triad is sure to hit the target, especially when 

multiple players are involved.” 


Computer Gaming World 


* 


44 


I can’t think of any reason why every DOOM nut won’t 

% Mi ** 0 


flock to this game. It’s beautiful, fast, and challenging.” 


§ W 


Interactive Entertainment 


44 


★★★★ 
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Diskettes’ — A must buy.” 


Hot Disks! 
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“Blistering action and a sense of humor make 
Rise of the Triad one of the year’s favorites.” 

Computer Game Review 


Who are we to argue? 




As part of the High-risk United Nations 
Taskforce (HUNT), it's your assignment to 
devastate and destroy. ..to ensure peace 
on Earth. You're equipped with the most 


vicious weaponry ever seen. But have you 
got the guts to blaze through hundreds of 
deranged terrorists and slaughter their 
sinister masters of death? Yes! 



mmm 


4r • Jf *£ 


• Fierce Comm-bat™ zones, ideal for massacres 
during modem and network play. 



• Cruelly taunt your opponent with live 
RemoteRidicule™ during multi-player games. 



PWrifr' * um 


iiiii 


* Did we mention tons of gut-spewing graphics 
and blood-curdling digital sound? 


NOTE: Rise of the Triad: The Hunt Begins is available as shareware. The retail (registered) version is titled 
Rise of the Triad: Dark War , and contains all new levels and advanced features . Call today to order Rise of the Triad: Dark War. 

1-800-APOGEE 1 

Or download for free, Rise of the Triad: The Hunt Begins from Software Creations, the officially sponsored Home BBS of Apogee. 
(508) 365-2359 @ 2400 baud • (508) 368-7036 @ 9600-14. 4k v.32bis • (508) 365-4035 @ 28.8k v.fast class (v.fc) 
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dventure gamers are a 
pretty tight group. They 
don't look kindly to 


strangers treading on their turf. 

You'll find the real hard-core ones 
on the Internet. They call themselves 
role-players or RPGers. They use all 
sorts of technical terms to keep out- 
siders from understanding their con- 
versations about elves, dwarfs and 
hobgoblins. They feel self-righteous 
because some of the very first com- 
puter games back in the days of 
Apple lls and Commodore 64s were 
of the adventure and role-playing 
variety. But soon these adventure/ 
role-playing game elitists will be in 
for a shock. A new breed of interac- 
tive experiences is headed for the 
interactive entertainment market, 
and you won't need an adventure 
gamer's membership card to join in 
the fun. 


Recognized as the first entry 
into this new class of games is 
the ever-popular Myst from 
Brpderbund. This game was 
such a sensation because its 
interface was virtually invisible 
and its graphics were beautiful 
and photorealistic enough for an 
audience that is used to watching 
movies and television. The CD also 
had enough of a storyline to keep 
those who are accustomed to linear 
story structure interested. With 
much of the software world quickly 
evolving to the CD-ROM platform 
and more CD-ROM owners willing to 
give their computer a chance to 
entertain them, a new grade of 
immersive, story-intensive, graphi- 
cally accessible, easy-to-control 
interactive experience is being 
released. 

In France, the indisputable 
champion of this type of game at 
the moment is the Paris-based 
development company Cryo. Started 
by three people — Remi Herbulot, 
Phillip Ulrich and Jean Martial 


LeFranc — Cryo was an outgrowth of 
another French development group, 
Infogrames, known in the U.S. as 
l-Motion. 

Responsible for creating 
groundbreaking titles like the Alone 
in the Dark series, Infogrames was 
still too restrictive for these pio- 
neers, who believed that the future 
of games lay in the CD platform and 
that they should be designed with a 
broader audience in mind. As 
Herbulot explains: "What we have 
done is focus on CDs. We believe 
that soon all interactive products 
will be CD based. Generally speak- 
ing, we try to do games that are 
appealing to a wider audience 
through subject matter, game play 
and graphics." 

One can see that, unlike some 
other development supergroups in 
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the entertainment software industry, 
Cryo puts its philosophies into action. 
With games like Dragon Lore [see 
Computer Player Issue 1.7] and its latest 
masterpiece. Lost Eden , Cryo has creat- 
ed entertainment experiences that 
require little or no knowledge of com- 
puter adventure gaming in order 
to play. 

Herbulot, the director of the Lost 
Eden project, dispels some of the 
rumors that it is similar to Dragon 
Lore. "The games are quite different," 
he explains. "The only common point 
is the fact that characters are speaking 
to the player. The development, art, 
programming and story writing of the 
games were done separately. The only 
common link, technically speaking, is 
the compression routine which helps 
display better graphics at a higher 
speed. In Dragon Lore , adventuring is 
important and there is a lot of fighting. 



Lost Eden is 
pure adventure 
with a little bit of 
strategy. In Lost Eden, the focus is on 
the story itself, the atmosphere in 
which we put the player. It has ele- 
ments of an interactive movie." 

According to Herbulot, Tost Eden 
attempts to draw the player in with 
nice graphics and a very strong story- 
line that is presented in dialogue form. 
In the best-case scenario, once the 
player is drawn in, he may continue 
playing to reach the next goal without 
even noticing. Another key element 
that Cryo is proud to tout in Lost Eden 
is that the installation process is com- 
pletely automated and the game 
installs very few files onto the hard 
drive, playing mostly off of the disc. 

The importance of this easy instal- 
lation should not be underestimated, 
because the average person is not 
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from most adventure game makers. 
"I wanted the game to be fairly easy 
to play," he says. "It's always frus- 
trating to have a good game in 
which you cannot see the end. I 
want at least 70% of people who 
play Lost Eden to see the end. In 
games, I prefer a strong story that is 
easier to play, in which a player 
brings away a 'souvenir' like it is 
with a good movie." 

By "souvenir," Herbulot means 
a lesson or kernel of inspiration that 
one experiences whenever a good 
story is told. Though it may seem a 
strange request for a computer- 
game player, these games that Cryo 
is creating are unique and broaden 
the category of adventure gaming. 

Even though this is a ground- 
breaking CD, there are still some 
things that Herbulot would do differ- 
ently given a second chance. One 
regrettable mistake that doesn't 
affect the game play is that, when 
studying the movement of 


technically adept enough to answer 
questions about DMA interrupts and 
sound card compatibility, which an 
average game installation requires. 

The world of Eden is very simi- 
lar to Earth, except for one main dif- 
ference — humans and dinosaurs are 
both inhabiting the planet. And, in a 
Planet of the Apes sort of twist, the 
dinos range from moronic to highly 
intelligent, complete with dialects of 
their own. 

As the story goes, you play the 
unlikely hero, Prince Adam Priam. 
Your father is the King of your 
province, but the world is in danger 
of being overrun by the violent 
Tyrannosaurs. Your great-grandfa- 
ther was a builder of protective 
citadels, and the world is looking to 
you to uncover his secrets and build 
citadels to keep the evil Tyranno- 


saurs from killing 
the populous. Early 
in the game, you 
discover that the 
secret to building 
citadels is that the 
dinosaurs and people must work 
together in planning and construc- 
tion. So, you set out to make peace 
between the two races. 

At the beginning of the game, 
you meet an old, dying dino who 
provides a bit of back story and 
some helpful items, including a shell 
that you can consult for clues when 
you're stuck. The old dino convinces 
his granddaughter to travel with 
you, and quickly your traveling 
group grows, with each new cast 
member providing a unique and 
essential service to your team. The 
story is best summed up as part 
Star Wars, part Planet of the Apes, 
part Wizard of Oz and part Jurassic 
Park. But don't get the wrong idea — 


it's completely original. In fact, the 
people at Cryo started work on Eden 
before they were even aware that 
Michael Crichton's Jurassic Park 
was being made into a movie. 

Herbulot's overall philosophy 
for a game may be a bit different 
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dinosaurs, one of the key animators 
watched the Walt Disney movie The 
Little Dinosaur. Apparently, the dinos in 
this film move by lifting both legs on 
one side at a time. When you see the 
four-legged creatures move in this 
fashion, it does look a bit awkward, but 
not enough to detract from the game. 

Although Paris, France, seems like 
an unlikely place for a game company 
to flourish, it really is integral to the 
creative forces behind Cryo. Herbulot 
explains: "For us, it is important to be 
in Paris to attract good artists and meet 
businesspeople with whom we can 
form developer-publisher contracts. We 
don't have problems finding program- 
mers to work in-house. We emphasize 
a team effort with our projects. We also 
try to attract graphic artists who don't 
necessarily come from computers. This 
way, we don't limit ourselves to just 
computer artists. We can have an artist 
do sketches in the traditional manner, 
and can then scan or create computer 
models with Autodesk's 3D-Studio. For 


programmers, experience is very 
important because we're trying to use 
the hardware in the most efficient way. 
Our programmers can't just program in 
C, they need to be well-versed in 
assembly as well." Assembly requires 
more manual work but is also the most 
efficient way to drive the computer in 
terms of what the software demands 
from the hardware. 

For all of the technical jargon that 
Remi Herbulot can rattle off, it is very 
impressive that he and his team are 
able to present an easily accessible 
product with a compelling story. But, 
staying true to Cryo's directive, Lost 
Eden is first and foremost about story. 

In fact, it was originally 
going to be based on a 
science-fiction book 
series with a similar 
name, but that storyline 
presented the dinosaurs 
in a scaled-down human 
size. The development 
team preferred the 
impact of gigantic 


The horn blower at left holds the 
key to keeping the Tyrannosaurs 
(below) from destroying society. 


dinosaurs to the miniature ones, so the 
idea of using the book as a springboard 
was scrapped. 

Following the news that a recent 
scientist has cloned what he believes to 
be the DNA of a dinosaur, we asked 
Herbulot if he thought dinosaurs do — 
or could — still exist. "It depends on 
what kind of dinosaurs," he answered, 
with a bit of wit in his tone. "Dinosaurs 
are magical for everybody. They have 
to remain unreal to keep this status, or 
else we may be disappointed by seeing 
a real one. They are better imaginary 
than real. Also, I don't think a dinosaur 
could survive in today's world." 

It's not quite clear if he was refer- 
ring to his game-development competi- 
tion when he used the word 
"dinosaur," but it is certain that Cryo 
isn't going to let the entertainment soft- 
ware market drill it into extinction. Lost 
Eden will be out in January from pub- 
lisher Virgin Interactive, and it's sure to 
provide entertainment sanctuary for 
the hordes of technology- and elf-shy 
CD-ROM drive owners. 
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COMING THIS SPRING 
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point of reference 



Dungeo 


referenceV ref- rn(t)s,'ref-( -)r n(t)s\ n 
1 : the act of referring or consulting 2 : a bearing 
on a matter 3: something that refers a reader or 
tonsulter to another source of information 4: 
this section of Computer Player 


T hough the newspapers keep saying that 

multimedia has hit the mainstream, titles ■ 
geared toward geeks and intellectuals still p 

dominate the mgrket. Though one can now mention 
a passing interest in computers and still retain a 
modicum of cool, I am not unaware that manyof you, 
dear readers, are still in the closet regarding your true 
interests. Here af Computer Player, we urge you to come 
out, admit your inner calling and wear that Doom T-shirt 
proudly. This month, we're talking boy stuff. Body humor, 
fighter planes, adventure exploration and, of course, the ubiq 
uitous Star Trek. 


S tarfleet is always welj ahead of the curve when it comes to 
exploring new markets. When those personal implants fi- 
nally come out, you can bet the first one will be some kind 
of Trek-chip that allows you to see the world through the eyes of 
Jean-Luc Picard. You'll be able to explain the importance of the 
Prime Directive," and you can shout "Engage!" at your television to 
turn it on. Until then, you'll have to .be satisfied with Star Trek: The 
Next Generation Interactive 
Technical Manual from Simon 
& Schuster Interactive. Taken 
from.a book by the same 
name, ST: TNGITM purports 
to be the training disc you ■ 
would receive if you were to 
join the Federation as an act- 
ing officer on the Enterprise. 

Narrated by Jonathan Frakes 
(Commander Will Riker) and 
with Majel Barrett Rodden- 
berry (Gene Roddenberry's 
widow) reprising her role as the voice-of the computer, it-includes 
tours of most areas of the ship and descriptions of the duties of 
various officers. Sit back for a guided tour, or wander around on 
your own — using Apple's latest QuickTime incarnation, you can 
navigate the movie screens by panning with the cursor. Many . 
areas can be zo.omed in on, and most items are hot, opening new 

areas of exploration. The crew quarters are fun, especially Data's, 

■ 

but my favorite sections were Engineering and the Transporter 
Room, where the ROM goes into lengthy, detailed explanations of 
the fake science involved in the ship's technology. I bkt if you re- 
ally studied this section, ybu could impress your friends by solving 
the next crisis before Jordi does. Think of casually mentioning dur- 
ing the commercial break that all he has to do is reroute the mat- 
ter-antimatter protocols through the other console, then sit back 
and watch. That alone might be worth buying it. 

For More Information: Simon & Schuster Interactive, 1230 
Avenue of the Americas, New York, NY 10020; 800.983.5333. 
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I I t's not fake science in David 
| Macaulay's How Things Work, 

J from Dorling Kindersly— it's the 
real thing. Macaulay, the author of 
several best-selling books explaining 
the mechanics of everyday life, has 
finally ported his informative, easy- 
to-understand book to the interactive 
arena. Designed with a sort of Seuss- 
like trompe I'oeil interface, the title 
lets you research by look- 
ing up tools in an alphabet- 
ical index, read biographies 
of inventors, learn the prin- 
ciples of physical science 
or see a time line that gives the his- 
torical context of the history of in- 
ventions. As you delve further into 
each section, significant concepts are 
linked and glossary items are easily 
accessed. Despite being direct and 

informative on subjects ranging from the Breathalyzer to the wind- 
shield wiper, HTW seems a little unclear on the concept of who it's 
intended for, children or adults. The main interface screen is an "in- 
ventor's workshop" with all sorts of cutesy bells and whistles. 

Throughout, a "woolly mammoth" appears occasionally and per- 
forms animated tricks when you click on it, like some kind of 

Romper Room escapee. All the rest of the content would be way over the head of a child, and I found it an- 
noying and condescending in an otherwise stellar title. My guess is How Things Work will be a big hit with 
high school students with papers due the next day. 

For More Information: Dorling Kindersly Multimedia, 95 Madison Ave., New York, NY 10016; 


800.DKMM.575. 





Trekking up the 
Yang! 


ourney to the Source: An Expedition 
along the Yangtze River is the story 
of How Man Wong, a latter day 
Marco Polo, and his trip from the Chinese 
coast to the inner plateaus of Tibet, a ten- 

month trek to the source of one of the world's greatest rivers. In his narration, Wong points out that the river's 
very power illustrates the Chinese concept of yin and yang— the same water that nourishes millions of people 
can also ravage lives through flooding and other disasters. The multimedia story techniques employed allow 
the complexities of the river and its culture to enfold. In the Middle Reaches section of the journey, you see 
the cobbled-together system of dikes that has accrued over the years for flood protection, and hear the gov- 
ernment agent explain how safe it is, but also read the tension in the face of a local farmer. 

Wong is a philosopher, adventurer and a bit of a raconteur, and it's intoxicating to listen to his narration, 
which is accompanied by text, still images and QuickTime movies against rich backgrounds of mossy green 
or azure blue. There are literally hundreds of images here, and most can be enlarged with a mouse click. In 
the gallery section, a montage-like menu lets you wander through the same images without narration, just a 
simple soundtrack. Through marble quarries, industrial cen- 
ters and areas that hadn't seen a Westerner for 50 years, 

Journey to the Source provides an intimate look at a mysteri- 
ous nation and the river that tra- 
verses it. 

For More Information: Grid 
Media, 9B Vulcan House, 21-23 
Leighton Road, Causeway Bay, 

Hong Kong; 
phone: 852. 

591.0730; fax: 

852-572-8293. 
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Fly Doys 


B-47 

Boeing B-47E Stratojet 
six-engine medium bomber 
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W tild Blue Yonder: An Epic Adventure Through the Age of 
Flight is the first installment in Digital Ranch's aviation 
history series developed for Spectrum HoloByte. 
Episode One , Fifty Years ofGIs and Jets r is out now, with Episode 
Two , The Golden Age , due soon. The discs include actual footage 
of the planes they discuss, cockpit simulations, interviews with pi- 
lots and developers, specs, mascots, military applica- 
tions and more. While I found the "black box" sections a 
little unnerving— they detail all of the design flaws of 
each plane, with images and descriptions of crashes, 
midair stall outs and more— the series is nothing if not compre- 
hensive. There are also scrapbooks giving a bit of social context to 
go with the narrations of the pilots. (Of course, there are no narra- 
tions from the black box pilots.) The stories cover topics such as 
the thrill of piloting the various planes, the technical issues they 
were concerned with in the dawn of the jet age, the morality of 
bombing and the personality flaws that come in handy at a job 

where you're asked to risk your life daily. 
Though the series is clearly aimed at aficiona- 
dos and the model-airplane-maker demo- 
graphic, others might be surprised at how 
compelling some of this material is, and the 
discs include glossaries and indexes for those 
of us not quite up to speed. 

For More Information: Spectrum 
HoloByte lnc. r 2490 Mariner Square 
Loop, Alameda, CA 94501; 

800. 695. GAME. 
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d Now For Something 

Completely Different.- 


onty Python's Complete Waste of Time lives up to its 
name and more. True to the Python aesthetic of 
strange segues, oddball characters and lots and lots of 
jokes about crazy old ladies, senile politicians, farts, vicars and 
bums, Complete Waste is a dizzying conglomeration of satirized 
arcade games, satirized computer games, satirized screen savers, 
satirized British culture and a little bit of satirization of the Pythons 
themselves. Play a wacked version of pinball in which you are 
knocking over various manic Python characters. Play "The Explod- 
ing TV Game," in which you have to ( I think— it's all a bit confus- 
ing, and the rules often change when you replay a game) click on 
myriad stationary objects, which explode, occasionally trigger 
Python sketches and let loose animated "loonies," which you also 
have to shoot down. If you mess up this game, you get a warning 
window and your machine magically transforms into a Mac for 
punishment. Embedded in all this madness is a game-within-a- 
game in which, if you even find it, you must solve the mysteries of 
the universe and win a prize. That's for the highbrows among you, 
who won't appreciate the fine art of hitting a dead cat with a ham- 
mer. Like a shriner's convention on acid, Monty Python's Complete 
Waste of Time is random, schizophrenic and loads of fun. Keep the 
Ritalin handy. 

For More Information: 7th Level Inc., P.O. Box 832190, 
Richardson, TX 75083- 
■ 214.437.5531. 
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if you want to go all out for games, the 
alcon is the best bet for your money." 
Computer Gaming World 


bytes of 
disk 


$ 2,99 


an Intel 90 MHz PENTIUM™ CPU, 8 megabytes of RAM, 

disk, and a SoundBlaster 16 


FALCON NOR THWEST 

COMPUTER SYSTEMS 

263 South Bayshore Dr. Coos Bay, OR 97420 
Ph: (503) 269-0775 Fax:(503) 267-2575 


To Order Call: 

1 - 800 - 258-6778 

VISA & MasterCard Accepted 
Financina Available On Anoroved Credit 


NEW LOWER PRICING 
& 10 Free CD-ROMs with 
each MACH V! 


Each MACH V system comes standard with our VESA Local Bus graphics and Enhanced IDE hard disk controllers, 1 .2 & 1 .4 megabyte floppy drives, mini-tower 
case, 101 key keyboard, 250ms double-speed CD-ROM, Creative Labs SoundBlaster PRO or 16 rM , Labtec multimedia speakers, CH Products FLIGHTSTICK 
PRO™ and dual high-speed joystick ports, licensed Microsoft DOS 6.22™ and Windows 3.11™, 3 button mouse, and a 14" non-interlaced full-screen SVGA 
monitor. Each MACH V is custom built - many different processor speeds and upgrades are available, please call for pricing and availability. 

TM 

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE 






It's a cruel fact of computer gaming: better graphics demand more computer power. Smoother animation requires a higher 
frame-rate. Your eyes can see 30 frames every second. If your computer is doing anything less, your game won't play 
smoothly. And if you think today's games are demanding, just wait until you see tomorrow's! 

he Falcon MACH V and MACH Vp are not your average computers. They were specifically designed with the needs of gamers jj 
mind: extreme frame-rates, brutal amounts of CPU power, unreal hard disk transfer rates, and all of the multimedia and gaming 
extras that you'd normally have to add yourself. Sure, they're great for spreadsheets, worcLprocessing, and general busines! 

c/more, you're ready for a MACH V. 


any computer can do that. When you're ready for somethincpmore, you're 


For 386, and slow 
486 machines 


For fast 486 and 
Pentium machines 


Falcon 
MACH V's 
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The dictionary's snap- 
shots and audio and 
video demos are useful 
for those not-so-easy 
definitions. 



Merriam-Webster's 
Dictionary for Kids 

The world of dictio- 
naries and encyclopedias 
is certainly not one most 
children dive into whole- 
heartedly, yet Mindscape, 
formerly The Software 
Toolworks, has provided 
kids with a don't-miss 
opportunity for learning. 
A dictionary with 
games! — what a concept. 
The games are not equal- 
ly exciting, but, with 
three levels of difficulty 
and options that allow 
your child to make the 
game more or less chal- 
lenging as meets his skill 
level, there is almost as 
much fun in this dictio- 
nary program as there is 
information. 

There is video, audio, 
snapshot and word histo- 
ry accompaniment for 
many words (just in case 
your child is interested in 
having fun!). If you've 
ever wondered what a 
mynah sounds like, just 
click the mouse on the 
"radio" and you will hear 
the not-so-sweet cackle 
of this Asian bird. The 
video clips are short, 
instructive and sure to 
catch the eyes of children 
of all ages. Anyone 

would pay attention to 

, _ 

water evaporating from a 

fish bowl. ..while that 

■ - ■- -■ - 

cute little fish is calling 
out for water. Don't 
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Putt Putt Goes to the Moon 

What happens when a little car gets stranded on the moon 
alone? Let your kids decide! Putt Putt Goes to the Moon by 
Humongous Entertainment provides a simple plot, some basic 
scenes that repeat from game to game and the opportunity for 
children to play a different game every time. 

The game plays easily and can be completed relatively quick- 
ly if you set your mind to it. With the possibility of finishing a 
game inside of two hours, a seven- or eight-year-old can get a 
great sense of satisfaction from seeing immediate results from 
his ideas and skills. Although the potential is in it to provide sev- 
eral hours of enjoyment, I cannot say that this game is a must-have. Any child with a good memory 
will quickly realize that, no matter how he plays the game, the basic tasks and answers to problems 
remain the same; thus, once the game has been played through, its predictability makes it unworthy 
to be played again. Young children who are more into the scenery and animation, however, will 
enjoy the game indefinitely. 

The graphics are stimulating for children of all ages — from aliens of all colors and 
shapes to a rocket ship your child must find the pieces to, then put together. Even a three- 
year-old could enjoy this game, with much parental involvement, of course. This is a gen- 
der nonspecific game, which is redeeming in an age where even Barbie has her own 
video games. The music is lively without being distracting, and the sound effects are, 
well, everywhere! This is a game where just about everything does something, and every 
action bubbles, snorts or giggles to no end. 

Beyond the routine of accomplishing the same mission over and over is the method 
your child chooses to complete the game. The fun is in finding out how to play the game 

differently each time; in fact, it may be necessary if 
this game is to target children up to 

■ A& eight years of age. Putt Putt 

Goes to the Moon is more 
about cute animation than 
problem solving, and it could 
have been more creatively 
designed. Diversity is rarely as 
boring as predictability. 


worry, it really isn't as 
traumatizing as it might 
sound. 

The five games includ- 
ed in this program are 
also entertaining. I per- 
sonally enjoyed playing 
Alphabet Soup (a word 
search game) with a 
cockroach as a coach! He 
doesn't say much, but he 
will at least make you 
smile as he cheers you 
on. The games move at 
different speeds and offer 
different levels; Read Our 
Lips, a memory game, 
even offers a two-player 
option. Go ahead and 
challenge your child to a 
battle of wits. ..you'd be 
amazed at how much 
kids remember! How 
many times have you 
heard that? 

Dictionary for Kids is 
educational enjoyment in 
the truest sense. A good 
way to improve the dic- 
tionary part of this pro- 
gram, however, would be 
to include more! — more 
video clips, more snap- 
shots and more sound 
effects. Not every word 
needs pictures for 
explaining, but there 
were many that were left 
out. After all, this is a 
program for children. 
What better way to learn 
new words than by expe- 
riencing them as fully as 
possible. 


■ 






Putt Putt starts off visiting the fire- 
works factory, but don't forget to view 
the scenery along the way! Almost 
everything does something. 
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Visit the Moon City Observatory to 
learn about our solar system and con- 
stellations like the Big Dipper! 





Enter the world of mathematics...but 
beware — this world is FUN! 


Travel in time with 
Mario as he returns 
the Declaration of 
Independence to the 
gang in 1776 
Philadelphia. 


Math Workshop 

Brpderbund, maker of Living Books , has brought a math program 
to us that lives uplo the Brpderbund standard. Math Workshop ts an 
outstanding learning center that lets you play without feeling like you 
are being forced to do the dreaded math. For those of us with daugh- 
ters especially, this is a way to keep our girls interested in a subject 
they are stereotypically supposed to fall j>hort in |s they reach adoles- 
cence. Different skill levels, a variety of time requirements per game 
and lively animation are features that enhance the entire program. This 
is £§ learning tool also based on a system of rewards instead of punish- 
ments. No failing grades if you get too many wrong answers here; you 
just keep trying until yoy succeed. The system automatically saves 

e plays, so his accomplishments do not dis- 


your child's prpgres 
appear w 


w. /s 

I ( m 

; they, are self-explanatory for 


orhputer is turned off. 

« 1 pt S 

Tfib games need no extra instructior 
the youngest math whiz kids in your family. The music is very subtle 
and adds an air of fun without being overbearing. The sound effects 
are simple and often unimpressive, but who is listening when your 
children are taken by the animation? Math Workshop contains bright 


colors for 


fautifdt artwork your 




e a$ he paints in the 
tp chance when putting 


pattern wiridowj gamp. Brpderbimd Je 
together the graphics and colors work for this program. 

Overall, Math Workshop is a list-topper on educational needs for 
those who have difficulty in math as well as for children who seem to 
love it. Hours of entertainment, paired with printing capabilities so your 


chTfdfren can display the fruits of their labors 


make a 


rewarding, conf?dence-bi 
cent. 


gg| gg 

software program that is worth every 


Mario's Time Machine Deluxe 

Mindscape has made Mario's Time 
Machine Deluxe one amazing history lesson! 
Mario and his Brooklyn attitude must save 
time by traveling through it. As he goes, 

Mario speaks to great historical figures across 
the world, adding a lesson in geography as 
well as history. As your child fills out the his- 
tory book at each level to help return stolen 
artifacts to their rightful owners in history, he 
will not even realize he is taking a history 
"quiz" as well. Of course, Mario's quizzes are 
much more fun than any I took in school. The 
game does tend to move slowly, but there are 
ways of speeding it up. Decrease the screen 
size to make the figures move much more 
quickly, while the text still appears in large 
print at the bottom of the screen and the con- 
trol box remains large and easily accessible. 

The animation is average, but what the 
program lacks in this area is well made up for 
by the vivid colors and backgrounds as Mario 
travels to the Gobi Desert to talk to Kublai 
Khan or the Pacific Ocean to assist Ferdinand 
Magellan. The music is designed to match the 
era and culture that each time scene takes 
place in; however, a few minutes of the same 
sound bits over and over and over. ..well, the 
Energizer bunny it is not. 

Mario's Time Machine Deluxe is a game 
you'll want to play with your child when you 
really have some time to sit and enjoy each 
other. It is a lengthy game, but, with the save 
feature, you can take as much or as little time 
as you have available and make the most of 
it. The whole family will definitely learn from 
this game, but parents be warned; You might 
find Mario harder to turn off than the kids 
will! 
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— ] ake a quick look at what computer games are hot these 
days, and you're bound to find 3-D-perspective games 
(Doom, Wolfenstein 3-D , Ultima Underworld) at the top 
of the list. Now that Id Software has proven how suc- 
cessful 3-D game worlds can be, imitators attempting to 
cash in on the 3-D craze are appearing almost daily. 

From Body Count to Blake Stone , the 3-D perspective 
has spawned a completely new genre of computer gam- 
ing. In an attempt to carve out a large chunk of this mar- 
ket for itself and to out -Doom Id Software at its own 
game, Apogee Software (publisher of Wolfenstein 3-D) 
has created a new software development company that 
will specialize in 3-D virtual game worlds. Called 3-D 
Realms Entertainment, the first few games from this 
company will be based on a powerful new game engine 



spotlight 


that supports texture-mapped 3-D environments plus 
modem and network play. Characters in these new 
games will be able to use vehicles, look up/down and 
taunt other players with recorded snippets of digitized 
dialogue. Games slated for release over the next year 
include Blood, Duke Nuke 'Em 3-D, Shadow Warrior and 
Ruins: Return of the Gods. Id Software is taking this 
threat to its dominance in the 3-D gaming market seri- 
ously and has continued work on Doom's successor, 
Quake. Quake is still months from release, but a few 
details are known about what it will contain. Imagine a 
medieval bash-fest filled with hammer-throwing barbar- 
ians and truculent, slavering monsters. Mix in some ele- 
ments of sorcery and you'll have a good idea what 
Quake is all about. 






A few years ago, an Amiga game developer by 
the name of Accursed Toys developed 
Boppin', a platform arcade game that featured 
several unique twists on the increasingly bathetic run- 
and-jump genre. Unfortunately, the Amiga gradually 
began fading into obscurity, leaving Accursed Toys 
with an ever-diminishing market in which to sell its 
product. Fortunately, Apogee Software and Accursed 
have joined forces to bring Boppin' to the IBM PC. 

Boppin' breaks all the conventional platform gam- 
ing rules: Instead of making gamers rescue a kid- 
napped princess from the clutches of some fell 
pixelized beast, they are charged with rescuing 
the bad guys from the good princess. 

Confused? It seems that Sweety Hunnybunz (a 
singing, goody-two-shoes, arcade bear) has 
thrown the monsters from all the video games 
into her dungeon in an attempt to make those 
games less violent. An unconventional setting 
needs a few unconventional heroes, so you're 
given the chance to direct the actions of Yeet 
and Boik, two triangle-headed sprites with sun- 
glasses and an excess of attitude. There are 
plenty of colorful touches throughout the game, 
including Yeet and Boik's readiness to commit 
"Seppuku" upon failure and their position as "Agents of Balance," restoring order to the com- 
puter-gaming universe. Simultaneous two-player mode is supported, and over 160 screens of 
action will ensure that you'll be able to keep Yeet and Boik 
busy for a long time. A custom level editor will even allow you 
to create your own levels once you've mastered the originals. 

Boppin' was released in December '94, with a more fully fea- 
tured, registered version to follow. 


Boppin' 

System: IBM PC 
Publisher: Apogee Software 
Developer: Accursed Toys 

Available: Now 


Boppin 9 
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In Search of Dr. Riptide vl.1 
Registration Fee: $25 + $4 S/H 
Publisher: Pack Media Company 
P.O. Box 1357 

Pompano Beach, FL 33061-1357 
Telephone: 800.628.3266 

System: IBM PC 
Overall Rating: 6 



Off the coast of Australia, the evil Dr. Tiberius 
Riptide is plotting to take over the oceans of the 
world. His "Tuna-matic" food processor is turning the 
creatures of the briny deep into tasty fish patties, and 
the fate of the undersea world hangs in the balance. 
As Nick Nautilus, your job is to put an end to Riptide's 
evil schemes. Piloting your trusty midget submarine, 
you must seek out the evil Dr. Riptide in his ocean 
lair. To reach Dr. Riptide, you must make your way 
through coral reefs, caverns and other underwater 
locales, shooting your way past hordes of truculent 
sea creatures in the process. Assisting you in this 
endeavor is your tiny sidekick, Jason, a remotely 
piloted robot submarine. 

Riptide plays much like a conventional platform 
arcade game, but with a few unique elements. The 
addition of Jason as a subordinate submarine con- 
trolled by the player adds another level of game play, 
and the ocean environment is a fascinating new game 
world to explore. The graphics are a bit large and car- 
toonish, making Riptide an ideal game for younger 
players. Ironically, you'll have to blast through waves 
of sea creatures — such as grenade-chucking crabs, 
spitting seahorses and other denizens of the deep — in 
order to reach Dr. Riptide. Doesn't that make our hero 


In Search off Dr. Riptide 


just as bad as Dr. Riptide himself? 

Moral dilemmas and cartoonish graphics aside. In 
Search of Dr. Riptide is a product that younger 
gamers should thoroughly enjoy. It might not be the 
underwater equal of Ecco the Dolphin (cartridge game 
for the Sega Genesis), but it's definitely worth a few 
minutes of download time. 



Wacky Wheels vl.1 
Registration Fee: $24.95 + $5 S/H 
Publisher: Apogee Software Ltd. 
P.O. Box 496389 
Garland, TX 75049-6389 
Telephone: 800.APOGEE1 
System: IBM PC 
Overall Rating: 8 



Skunny Kart vl.2 
Registration Fee: $29.95 + $4 S/H 
Publisher: Copysoft 
250 Arlington St. 

Marshfield, MA 02050-4620 
Telephone: 800.595.3475 
System: IBM PC 
Overall Rating: 7 


One of the most popular games ever on the Super 
NES, Super Mario Kart is undoubtedly responsible for 
selling a sizable number of Super Nintendo machines. 
After years of being Kart-\ess, IBM PC-using addicts of 
said game now have something to cheer about: 
Apogee's new Wacky Wheels is the best Mario Kart 
clone to hit the IBM PC yet. Developed in conjunction 
with Beavis-Soft (or is that Butt-head-Soft?), 
Wacky Wheels allows you to control one of 
several go-carts, each driven by a cartoonish 
animal. There are eight animals total (three 
in the shareware version), ranging from 
Razer the shark (who loves to gnash his 
teeth at you if he wins) to Tigi the tiger. Once 
the race begins, a bunch of other cart-driving 
critters will try to keep you from the winner's cir- 
cle, either by ramming you off the road or by shoot- 
ing thick-skinned hedgehogs at you. Your viewpoint is 
immediately behind your 
chosen driver, and the 
game world streams by in a 
3-D fashion. During your 
mad dash around the track, 
you'll come across a variety 
of power-ups and other 

goodies. Running over a m&Mm 

hedgehog gives you more 

ammunition for your hog-gun, while bombs and 



lighter fluid can also be used to thwart the combative 
racing habits of your opponents. In addition to the 
single-player game versus the computer, you can link 
up with a friend using a serial cable or modem con- 
nection. Two players can play at the same keyboard, 
too. In two-player mode, you also have access to a 
set of "giggle 
keys." When 
pressed, a little 
red devil brandish- 
ing a pitchfork will 
appear in front of 
your opponent's 
go-cart, obstruct- 
ing his view. 

In addition to 
the racing options, 
you can select a 
"Wacky Duck 

Shoot" option that lets you careen around a 
closed track, blasting wheeled ducks with your 
hog-gun. All in all, Wacky Wheels has more than 
enough game options to keep even the most 
jaded cart driver satisfied. Network support for 
more than two players would have been a god- 
send, but Wacky Wheels stands well on its own 
four tires as is. 



Wacky Wheels 



Skunny Kart 


From a programming team in Belgium comes 
Skunny Kart, another Super Mario Kart clone. Like 
Wacky Wheels, Skunny Kart lets you race around a 
closed track, controlling a go-cart driven by a cartoon 
animal. Skunny Kart does have its advantages, such 
as faster operation on slower 386 and 486 machines, 
and most tracks seem packed with a wider assortment 
of traps, tricks and power-ups. Skunny vigorously 
embraces the cartoon element, with plenty of silly 
backgrounds and game elements, such as power-ups 
that shrink your cart to pint size or give you super 
speed. Like Wacky Wheels, Skunny Kart is a much 
more playable game when used with the Gravis 
Gamepad as a control device. 



So which is better? Skunny Kart features more 
power-ups and other goodies, but 
Wacky Wheels features slightly 
more polished graphics and 
multiplayer support. In the 
race for the shareware cart- 
racing crown, Wacky 
Wheels beats Skunny Kart 
to the finish line by a 
nose (or is that a trunk?). 

Both are a blast to play, 
but Wacky Wheels holds 
the pole position. 
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ot entirely an ambitious Doom clone. 
Descent has elements of a flight sim 
within its architecture. The player 
controls a flying vehicle through a 
huge maze of tunnels within a mine. 
The gamer's objective is to destroy as many robots 
and generators as possible, while trying to rescue 
miners in the process. After you've completed as 
many of those tasks as you can, you then proceed 
to blow up the mine and move on. 

Unlike other titles in this genre, Descent offers a 
full 360-degree range of movement. At times, that 
amount of freedom within the game may manage to make you dizzy and disoriented. 
Besides the full range of angular movement, forward and reverse motion implements the 
laws of physics for a more realistic feeling of actual flight. There is also a large arsenal of 

primary and secondary 
weapons that the user 
can acquire along the 
way. Descent looks like 
it will offer fans of 
Doom-like games 
another perspective of 
the popular game type. 


System* 

IBM PC 

Publisher: 

Interplay 

Developer: 

Parallax 

Available: 

Now 




System-: 

IBM PC 

Publisher: 

Manic Media 

Developer: 

Manic Media 

Available: 

Unknown 




T his little European import 

caught the public by surprise 
and managed to be one of the 
main attractions at the 
European Computer Trade 
Show in London. Essentially, SuperKarts is 
an ultrafast action-driving simulation. If 
you've ever seen Super Mario Kart on the 
Super NES console system, you'll have 
some idea what this game is like. 

SuperKarts is fast and furious, offering 
PC players an arcade experience on their computer. A 
special proprietary graphics engine called RT3D has 
been developed that uses texture-mapped screens run- 
ning up to 50-plus frames per second. Besides the first- 
person perspective being available, users can choose a 
whole range of alternate views. There is even a split- 
screen mode that can be selected when playing against 
another human player. 

Unfortunately, at the current time, this game hasn't 
been picked up by an American software publisher/dis- 
tributor, so you might want to check out some mail- 
order outfits that deal with foreign imports in order to get a copy. 
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TRUE WAVETABLE SYNTHESIS • 16-BIT RECORD & PLAYBACK • 3 CD-ROM INTERFACES • 32 VOICE POLYPHONY/MULTI-TIMBRAL 



ULTRASOUND 



cravis 
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&Y, worn & tone tecnnoiogies 


EXPERIENCE THE POWER 

Of Advanced Waveiabie Sound Technolocv 


Experience the power of studio-quality music and heart-pounding special effects from your PC games and music programs with UltraSound MAX™. 

The newest wavetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of real instrument recordings to produce 
32 voices of incredibly realistic music — light years from the tinny sound pumped out by FM cards. Hear the difference right away with DOOM™ and Epic 
Pinball™ (both included). Enjoy sensational wavetable and digital sound with hundreds of popular applications that already support UltraSound. The MAX 
will also give you great sound with most games and applications written for Sound Blaster™, MT-32, General MIDI, and Windows™. 

Record or playback in 16-bit stereo at 48kHz (surpassing CD quality). Explore over 15 megabytes of bonus software. Offering you the greatest flexibility, 
the MAX uses a unique, RAM-based wavetable system. Imagine creating new instruments bounded only by your imagination. With MAX it's for real. 

UltraSound MAX is the most complete, powerful, and affordable sound card you can buy. 

For more information, or to find out how to obtain the UltraSound Experience CD-ROM demo, 
call (800)663-8558, (604)431-5020 or fax (604)431-5155. 

CIRCLE #109 ON READER SERVICE CARD. 

SPEED-COMPENSATING GAME PORT • SUPPORTS WINDOWS™ 3.1/MPC2, GENERAL MIDI, MT-32, AND SOUND BLASTER™ APPLICATIONS 


Advanced 

CRAVIS 



G remlin Interactive's first solo foray into the 

American computer-gaming scene is also its 
most ambitious project to date. Retribution 
is an action/strategy shooter with a sci-fi a 
twist. The setting is Earth four centuries 
from now. A plot is uncovered that reveals aliens Ami 

that are using humans for a source 
BmHI HP of high-protein food. As the pilot A^^^ 

of a combat vehicle, your 
objective is to stop the aliens. 

Retribution consists of 
11 major campaigns, 
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W Brings You 

f a Virtual World 
Interactive Movie! 


What Reviewers are Saying : 

“Lots of games claim to be pushing the 
envelope — Under a Killing Moon blows it to 

smithereens! ” 

— William Trotter, PC Entertainment 

“ Under a Killing Moon... the most 
elaborate graphic adventure to date. A 
ground breaking CD adventure!” 

— Joyce Worley, Electronic Games 

“ Under a Killing Moon combines the best 
elements of movies and computer games and 
creates an amazing interactive experience 
that’s better than either of them • 
It literally pulls you into the screen.” 

— Denny Atkin, Entertainment Editor, 

Compute Magazine 

This category-creating Interactive Movie from ACCESS Software goes light 
years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 
the role of Tex Murphy. Private Investigator, who first appeared in Mean Streets 
then Martian Memorandum. Under a Killing Moon is a Virtual World full of 
people and places so richly detailed, you'll feel like you're actually there. 


System: 

IBM PC CD 

Publisher: 

Gremlin Interactive/ 
Suncom Technologies 

Devetoper: 

Gremlin Interactive 

Available: 

Now 








Ishar 

The Seven 



of Infinity 

m ■III ■■■■Oi W 
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f the name hasn't given away the fact that this is a role- 
playing game, then let us tell you officially that it's a game 
that typifies the genre. The game has a distinctly medieval 
European flavor. Players can control a party of up to five 
different members. You can customize your group from 
more than 100 personality profiles, and there are over 40 
spells and potions that can be used throughout the game. 
Ishar 3 is a title that will certainly appeal to die-hard role- 
playing enthusiasts, but the game's interface seems a 
little dated for today's 
standards. If you are a 
newcomer to the 
^genre, you might 
find this title a 
little intimidat- 
ing to break 
into. 






Q What do 
film stars 

Brian Keith , 
Margot Kidder , 
& Russell Means 

all have in 
common? 


« 


. ! 




System; 

IBM PC 

Publisher: 

ReadySoft 

Peveleper: 

Silmarils 

Available: 

Now 
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ESPIU Baseball Tonight 
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Baltimore Orioles 

Cleveland Indians 
Detroit Tigers 
Milwaukee Brewers 
New York Yankees 
Toronto Bine Jays 
California Angels 
Chicago White So* 
Kansas City Royals 
Minnesota Twins 
Oakland Athletics 
Seattle Mariners 
Texas Rangers 
Chicago Cobs 
Florida Marlins 
Montreal Expos 


Baltimore Orioles 
Boston Red Sox 
Cleveland Indians 
Detroit Tigers 
Milwaukee Brewers 
New York Yankees 
California Angels 
Chicago White So* 
Kansas City Royals 
Minnesota Twins 
Oakland Athletics 
Seattle Mariners 
Texas Rangers 
Chicago Cubs 
Florida Marlins 
Montreal Expos 
New York Mets 


Philadelphia Phillies 


Toronto Blue Jays 


T he baseball sea- 
son might have 
been a washout 
last year, but 
maybe ESPN 

Baseball Tonight will be able 
to tell you who would have 
won the 1994 World Series. 

Baseball Tonight seems to be 
by far one of the most fea- 
ture-filled 

baseball simulations to be released for the 
home computer. Full-motion video clips of actu- 
al games and real narration complement the 
game. Some of the game's options include: 
practice, league play or exhibition, stadium 
selection, player trades, schedule and season 
manipulation, etc. 

There is more than enough in this game to 
keep baseball enthusiasts occupied. Whether 
you are into the stat-laden aspects of the sport 
or the more action-oriented elements, this looks 
like a title that you won't want to miss out on. 


Systems 

IBM PC CD 

Publisher: 

Sony Imagesoft 

Developer: 

Stormfront Studios 

Available: 

Now 



Systems 

IBM PC CD 

Publisher: 

Strategic Simulations Inc. 

Developer: 

Strategic Simulations Inc. 

Available: 

Now 



SI continues to surprise us 
with new titles that are not 
consistent with what it has 
done in the past, and 
Renegade is one such title. A 
radical departure from SSI's lineup, it is 
essentially a space combat simulator 
along the lines of Origin's Wing 
Commander and Take 2's Star Crusader. 

Players can choose from a variety of 
pilots and different ships. Unlike other 
space combat sims, Renegade is pro- 
grammed in SVGA 
mode, so the 
graphics and cine- 
matics are ex- 
tremely crisp and 
clean. But you're 
going to need 
plenty of PC 
horsepower. 
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Real-time game play 

Historically accurate 
scenarios 


SVGA Graphics 

Over 80 different 
unit types 


powers as you 
pivotal i>attl 


ruct 1 
WII. 


Intense Sound Effects 


Available at your local software retailer or order direct from New World 
Computing at 1-800-325-8898 (818-889-6070 outside the US), 
or by mail: PO BOX 4302 Hollywood, CA 90078-4302. 
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HOW IT WORKS 

Our reviews are the opinions of our freelance and staff writers. 
Games are rated on a scale of 1 to 10, with 10 being the highest 
rating attainable. 
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Stamps off Approval 

If you see either one of these stamped on a 
review, put down the magazine, go to your soft- 
ware store and purchase said game immediately. 

PERFECT! 

Excels in all cate- 
gories. A milestone. 

These games are 
very rare. 

RECOMMENDED 

An overall great 
game. If you're an 
avid player of the 
genre, this game is 
a must-own for your 
library. 


Summary Paragraph 

It all ties together here, where we issue our final verdict and 
tell you honestly if it's a dog or a Doom. 




Ratings Categories 

GRAPHICS: This is where we look 
at things like animation, back- 
ground and character art, color 
palette, scrolling, resolution, etc. 

MUSIC: Here we evaluate those 
wonderful musical scores. 

ORIGINALITY: A look at the effort 
that was put into creating a unique 
gaming experience. Same old just doesn't cut it here. 

OVERALL: This rating takes into account all of the pluses and minus- 
es of the game. This overall rating is not an average of the other 
scores. 

PLAYABILITY: Ease of game's interface, enjoyment of the task 
involved, control mechanism and replayability all factor in here. As a 
single factor, playability is the game's most important aspect. 

SOUND EFFECTS: Located on the side of the human head, ears play 
a big part in evaluating this nonmusical aspect of the game. Creating 
an atmosphere is crucial. 

$ VALUE: We'll tell you if the particular game is worth the hard- 
earned dollars that you might pay for it. With games running any- 
where from $20 to $80, you might find this rating indispensable. 



TECHBOX 

Important stuff 
you need to know 
about the game, 
including hard- 
ware require- 
ments, developer, 
publisher and 
price. You'll even 
discover some of 
the game's active 
ingredients. 



Action/Adventure 
Compact Disc 
Gremlin Graphics 
i2 Philips Interactive 
11111 Santa Mor 
os Angeles, C' 
«nn 824. 25^' 


Editors' Ratings 

As a wise man once said: "You can't 
please all of the people all of the time." 

Taking the wildly varying tastes of our 
staff into account, not every game that 
comes through our offices is going to 
be a bona fide crowd pleaser. Because 
the lengthy reviews only give the opin- 
ions of the individual reviewer, this area 
acts as a little black soapbox from which 
each editor can give his two cents about the 
game in question. While great games in any 
genre tend to be recognized as such, often a lone voice in the 
crowd will cry out, "The emperor wears no clothes!" 

Lastly, if you're wondering why our dear editorial director, 
Chris Gore, wasn't around to give his incredibly biased rat- 
ings to the games, he was off in the land of the rising sun, 
drinking sake and checking out the latest console games. 


(HRIS: 8 Good, clean c 
fEFF: 8 Cute and clever. 
MICE: 8 Great combo o 
IN: 6 It's as frustratir 
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If you own a CD- 
ROM drive and you 
want a game that 
exploits it. then 



Relentless is the 
game for you. 


Pric< 
Available 
Gem 
Medi« 
Developei 
Publishei 


Pho 
System 
Requirements: 


Contents: 


N/A 


Action/Adventure 

Compact Disc 

Adeline 

Electronic Arts 

1450 Fashion Island Blvd. 

San Mateo, CA 94404 
800.245.4525 

IBM PC 486 33 MHz or Better 
VESA Compliant SVGA Card 
Single-Speed CD-ROM Drive 
Four Megabytes RAM 
1 1 Megabytes Hard Drive 
Space 

Exploring, Adventure, Puzzle 
Solving and Groboclones 



I literally had to force myself to play 
this game. The name didn't exactly 
make me want to drop everything and 
run to the computer. After I popped it 
in and installed it, I was pleasantly 
surprised to find out that the game was 
Little Big Adventure, a game that was high- 
ly hyped in the French gaming magazines. 

The story behind the title is almost as 
interesting and as bizarre as the actual 
game. A planet called Twinsun has been 
taken over by a dictator by the name of Dr. 
FunFrock. The planet has the unique quali- 
ty of being warmed by 
two suns. One in the 
northern hemisphere, 
which is cooler, and one 
in the southern hemi- 
sphere, where the 
majority of the planet's 
population has been 
relocated by the dictator. 

The two hemispheres 
are separated by a 
frozen mountain range. 

There are four races 
of beings on Twinsun. 

Spheros (not Spiro 
Agnew), which are crea- 


tures that look like living basketballs. 
Grobos, which are humanoid versions of 
elephants, Rabbibunnies, which look more 
like dog/human hybrids than rabbits and, 
last but not least, Quetches (that's you), 
which look like coneheads with a ponytail 
on the tip of their cone. 

Relentless is a superb hybrid of action 
and adventure. The overall perspective of 
the game is three-quarter overhead, similar 
to Bullfrog's Syndicate. Players take on the 
role of Twinsen in his fight to stop the fas- 
cist Dr. FunFrock, save the planet and res- 


Twinsun is a relatively new 
the outskirts ol a remote ga 
rotational plane, has stabilized 
betweert two simS. ^ 


There is a Mug© mountain range 


running alorig its equatoT^ that 
divides the jSlanet in halt; isach 
hemisphere is warmed bjTd^simle 

The Northern IWjRsphere, with its 
orange sky# is warmer than the 
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Editors' Rati kcss 

<'iW 

JEFF: 9 Syndicate meets Alone in the Dark. 
JEREMY: 9 Absolutely unrelenting. 

MIKE: 9 Trust me — you'll love it! 

RON: 9 Sets new standards for adventure games. 


cue his girlfriend. 

As the player's character interacts with 
nonplayer characters (NPCs), clues are 
revealed and aid is given. Relentless is 
essentially a big puzzle that the player must 
unravel. The more you solve, the bigger the 
game becomes, with even more to explore. 

There are four modes of character behav- 
ior (Normal, Athletic, Aggressive and 
Discreet) that you can set Twinsen to, 
depending on the situation at hand. Normal 
lets Twinsen wander around and explore at a 
steady pace. Athletic will let Twinsen run 
around and jump. Aggressive puts Twinsen 
into a fighting mode so he can punch and 
kick, and Discreet lets him tiptoe about and 
hide. Getting into the game takes a little 
while adjusting to the controls. More times 
than I care to count I found myself running 
into walls unintentionally. And every time 
you do so, it lowers your health. 

If the game's beginning to sound remote- 
ly familiar, it should. Adeline, the game's 
designer, is a former member of Infogrames 
and Delphine — of Alone in the Dark and 
Flashback fame. And you'll find elements of 
those games within Relentless. 

The game automatically saves your posi- 
tion and status periodically. So, if you use up 
all your lives, you can restart where you left 
off. Unfortunately, you can't save your game 
at different stages of play. Basically, you're 
stuck at your current location, without being 
able to go back and see how you did some- 
thing previously. A couple of times I found 
myself wishing I could load up a saved 
game so that I could hear a clue again from 
an NPC without having to travel all the way 
back to that particular location. On the flip 
side, you can travel wherever you want as 
long as you have the resources. 

It took me about 20 hours to solve the 
entire game, and it left me with a feeling of 


wanting more. 
However, it's a 
game that you 
don't need to 
necessarily 
rush through, 
like I did. You 
can take your 
time in figur- 
ing out clues, 
and, if you get 
frustrated, you 
can set the 
game aside 
and come 
back later with 
a clear head. 


Whether you are an advanced 
gamer or just an occasional one, if 
you are planning on buying only 
one game anytime soon, you will - 1 
want to make it Relentless. The tal- ^ 
ented designers made sure that K 
you would get your money's w 

worth. And that's exactly what you > 
are going to get. W ® 
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The Legend of Kyrandia Book Three: 

Malcolm's Revenge 



Malcolm s Revenge 
has something that 
has long been 
absent from the 
adventure genre: 
replay value. 


T his newest installment in the 

popular Kyrandia series puts the 
player in control of Malcolm, a 
malevolent court jester. 
Recognizing that constantly 
playing the hero can get a little tiring, 
Westwood Studios has done for the game 
series what LucasArts did with TIE Fighter : 
given the player a chance to see how the 
dark half lives. 

In the first chapter of the series, simply 
titled The Legend of Kyrandia, Malcolm 
came to an unpleasant demise. Prince 
Brandon, believing Malcolm had killed his 
father, left Malcolm literally petrified, turning 
him into a statue as the final act of the 
game. Now Malcolm has been freed 
through a freak act of nature, and he's back 
to clear his not-so-good name. 

The Kyrandia series has evolved in many 
ways since the first game, which was a rela- 
tively generic, good vs. evil puzzle-solver. In 
the second chapter, The Hand of Fate, the 


series began to develop a personality for 
itself. With Book Three, Westwood has com- 
pleted that evolution, with a refreshingly 
unique take on this well-trod genre. 

The most original thing about Malcolm's 
Revenge is that almost every puzzle has 
multiple solutions. Not that every solution is 
logical; in fact, one of the things that makes 
the game more enjoyable than your average 
adventure is that players will stumble upon 
a solution to almost any puzzle if they just 
try everything. For the more conventional 
player, the logical approach will work as 
well, and clues to survival are abundant. 

The multiple-solution factor is a huge 
plus in Malcolm's Revenge, and gives the 
game something that has long been absent 
in the genre: replay value. For instance, in 
the first section of the game there are six 
entirely different methods for escaping from 
the land of Kyrandia, where, needless to say, 
Malcolm is a little unwelcome. 

After escaping from his homeland, 




Phone: 

System 

Requirements: 


Contents 


Price: 

Available: 

Genre: 

Media: 

Developer: 

Publisher: 



44 coMPUTERPlayer February 








Editors* Ratings 

JEFF: 1 0 Three times as fun. 

JEREMY: 8 The dark side is where it's at. 
MIKE: 8 The legend continues being a legend! 
RON: 8 A surprisingly original adventure game. 


Malcolm will travel to many fantastic loca- 
tions — from the Isle of Cats to the Ends of 
the Earth (literally) — in his quest to return to 
Kyrandia and right the wrongs that have 
been done to him. Malcolm is by no means 
a saint, but he's more of a crotchety curmud- 
geon than a cold-hearted killer. His mischie- 
vous nature is explained in the stunning 
intro, which utilizes beautifully rendered 
graphics to tell his story. It seems Malcolm's 
"good conscience" (utilizing the old 
angel/devil on the shoulder trick) had a bit of 
an accident during his childhood, so the mis- 
understood prankster has only had his bad 
side's advice to follow. 

The graphics throughout the game, not 
just in the intro and cut scenes, are great. 
Though the characters themselves are noth- 
ing different, the backgrounds (especially the 
water) are incredible. The sound is great, uti- 
lizing digitized speech that actually fits the 
characters and well-written dialogue that is 
both helpful and humorous. The humor is 
aided by the "studio audience," an optional 
laugh track that lightens the atmosphere of 
the game. And, like most studio audiences, 
the things they find funny usually aren't. 

Malcolm's Revenge is not perfect. It suf- 
fers from many of the long-established prob- 
lems of the genre, most notably illogical 
solutions to seemingly impossible problems. 
But to the game's credit, you will rarely find 
yourself in a situation where the tools you 
need to solve it are not handily available, 
and you'll rarely have to load a previous 
game because of a bad decision. Malcolm 
can die in only a few locations, and in those 
locations you will be given a "second 
chance" option that allows you to resume 
the game right before your fatal action. 


Malcolm's Revenge is an enjoyable 
and innovative adventure game. The 
simple interface is a snap to learn, and 
the many paths to success give the 
game a longevity not normally seen in 
this genre. Easily the best game in the 
Kyrandia series, as the saying goes: 
The third time's the charm, 
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The Cold War might be 
over, but it’s still fun to go 
after Communists. 




Prio 

Available 

Cenn 

Medii 

Developer 

Publisher 


WM, 

: 



Phom 
Syster 
I re merits 


Contents: 


- 1 


$59.95 

Now 

Simulation 
Floppy Disk and CD 
NovaLogic 
Nova Logic 
Calabasas Commerce Ctr. 
Bldg. 4, 26010 Mureau Rd. 
Suite 250 

Calabasas, CA 91302 
818.774.1797 

IBM PC 386 SX or Greater 
Four Megabytes RAM 
Eight Megabytes Hard Disk 
Space 

M1A2 Abrams, Russian T- 
80s and Lots of Explosions 


S trap into a 70-ton behemoth, guns 
blazing as you rumble over 
scorched earth in search of the 
enemy. You're not here to ask 
why, just to do or die. Welcome to 
NovaLogic's Armored Fist , a fast-paced tank 
simulation using the patented Voxel Space 
technology last seen in Comanche: 
Maximum Overkill. 

The going's gonna be tough, but, as the 
platoon leader, you'll have from one to four 
units at your disposal, with each unit con- 
sisting of up to four vehicles. Like 
Comanche, you can target a specific enemy 
or area and call in additional firepower from 
air support, or dial in for an artillery strike 
while you tap your ruby slippers together to 
get the heck out of there fast. 

A valuable option that wasn't available in 
Comanche is the ability to jump from the 
CCV (Command and Control Vehicle) to your 
other vehicles, either monitoring their 
actions firsthand or, preferably, taking direct 
control of them. So, in essence, with a maxi- 
mum load of four fully equipped units, you 
have 16 vehicles that you can individually 


take for a little test drive when the situation 
merits. 

Among the tanks you commandeer are 
the American M1A2 Abrams and Bradley 
IFV, as well as the Russian T-80 and BMP-2, 
each with its own particular handling com- 
bined with respective strengths and weak- 
nesses. With that in mind, it's best to get a 
feel for each unit in the training missions 
before flinging headlong into the campaigns 
and playing tank roulette. 

Whether you're jumping from tank to 
tank keeping a hand and eye on all fronts, or 
quickly slewing the turret side to side, blast- 
ing enemies while charging forward, the 
control is quite responsive even when the 
action's hot and heavy. 

A wide variety of joysticks are supported, 
including such standards as the CH 
Flightstick/Flightstick Pro. Thrustmaster afi- 
cionados won't be left in the cold, with both 
the Thrustmaster FCS and WCS Mark I being 
extensively utilized. Armored Fist can also 
be played reasonably well via the mouse 
and keyboard. 

Unlike Comanche, the overall graphics 
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If you see this cinematic 
sequence, rest assured you 
won the battle. 





Editors' Ratings 

JEFF: 9 Makes a military sim interesting. 

JEREMY: 8 It's a fist of fury! 

MIKE: 8 A great D&D game-that's death and destruction. 
RON: 8 A highly playable tank simulation. 


Unless you pause the game, you could die viewing the map in real 
time. Learn it quickly, as the map's essential in later campaigns or 
for designing new scenarios through EDIT. 


won't blow you away. At the highest detail 
setting, the terrain is noticeably blockier than 
Comanche's valleys and hills. However, the 
graphics are still good, and this slight short- 
coming is more than compensated for by the 
realism added from having hills to position 
your tank against for defense, including 
banking perspectives as you drive forward at 
an angle on the side of a hill. 

The pyrotechnic demon in you will smile 
gleefully as you perforate fuel drums and 
propane tanks with bullets, letting loose 
great balls of fire that even Jerry Lee Lewis 
would envy. Other animations are equally 
commendable, such as the lethal rain of 
artillery fire and the realistic vision-impairing 
effects of smoke in battle. 

Further drawing you into the simulation 
are the sound effects, from the low, steady 
roar of the engine that comes from the heart 
of your tank to the explosive gunfire and 
detonation of shells. The music tends to be a 
little soft at times, lessening the feeling of 
impending doom, but otherwise blends in 
nicely and doesn't detract from the missions. 

Rounding out Armored Fist is a mission 
builder, allowing you to create your own 
custom scenarios. Set the number of units 
and what's within each, the type of terrain, 
some minefields, way points, artillery, mis- 
sion goals and more, then give it a spin. On 
top of this, the mission builder is very easy 
and intuitive, letting you throw together a 
new scenario in no time flat. The only thing 
missing is modem play. Oh well, can't have 
everything. 


An enemy tank gets nailed. 


Armored Fist's numerous campaigns, 
combined with great playability, good 
graphics and explosive sound effects 
will keep your tanks treading through 
battles for a long time to come. And for 
those who are insatiable, the mission 
builder is an added bonus destined to 
keep the replay value high. NovaLogic's 
Armored Fist provides heavy-metal 
action that definitely rocks. ^ 


Don't stop to smell the roses, 
because you just ran over 
them. There's only the quick 
and the dead here. 


A point-blank shot delivers the 
goods, although you rarely 
want to be this close to your 
enemy. 


How many times did Mom 
tell you not to blow your 
top? You don't want to see 
this screen too often. 


EM'nJnMyBllr -*--11-010 ■- 1 UNIT J tmj 
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Magic Carpet is the 
type of game you 
will see in your 
sleep. If you can find 
any time to sleep. 


Avail 


Publi 


Requii 


B 


Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
800.245.4525 


IBM PC 486, 33 MHz or Better 
CD-ROM Drive 
Eight Megabytes RAM 
Two Megabytes Hard Drive 
Space 

Vigilantes, Pedestrians and 
ounted Buzz Saws 



cursory glance at Magic 
Carpet could be deceiving. 
What is, at first sight, an 
apparently simple 3-D flying 
game is actually a complex 
and addictive strategy game. Magic Carpet 
is the type of game that you will see in your 
sleep. If you can find any time to sleep. 

The game takes place after the "Wizard 
War," a power struggle that nearly 
destroyed the unnamed world of the game. 
The various wizards who controlled the land 
competed to gather the powerful energy 
source, mana, which existed in all living 
things. The wizards finally brought the 
world to near destruction with their 
destructive magic. 

As a young apprentice, first equipped 
only with the eponymous rug, the player 
must fly throughout the land, gathering 
mana, defeating opponents and restoring 
each of the 50 worlds in the game. These 
opponents can be computer-controlled or 
up to eight human opponents can battle 
in network mode. Each level contains 
numerous new spells, and soon the 


young apprentice will have the arsenal of a 
wizard at his fingertips. 

There are many different methods of 
gathering mana. Out-and-out killing sprees 
can be just as effective as careful strategic 
planning, ensuring that both trigger-happy 
sociopaths and eggheaded strategy buffs 
will find hours of enjoyment with Magic 
Carpet Different methods can be more or 
less effective in each level, requiring players 
to constantly rethink their tactics. 

The game creates its environment using 
an innovative 3-D engine, which is decorat- 
ed with incredibly realistic graphics and 
sound effects. The feeling of flight is so real 
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Editors Ratings 

JEFF: 10 Ybu won't be able to sweep anything under this rug. 
JEREMY: 9 A bitch to control , but cool as hell. 

RON: 9 A great mix of action and strategy. 

MIKE: 8 Flying at ease. 


that I nearly fell out of my chair before I 
realized how violently I had been ducking 
and leaning. But as almost everybody 
knows, foolish behavior is the sign of a 
great game. 

Visually, the game is almost peerless. 
The landscape is beautiful, from the 
cloudy sky right down to the amazingly 
realistic water. Unfortunately, the richly 
detailed graphics slow down the game on 
slower machines, but the accommodating 
folks at Bullfrog have made most of the 
detail optional so that it can be cus- 
tomized to each machine. And lucky 
Pentium owners will be pleased to know 
that the game automatically configures 
and optimizes itself for the system. 

The sound effects and the music are 
topnotch. The music is both ambient and 
eerie, simple enough to not be a nui- 
sance, yet complex enough to set the 
mood. The sound effects are so realistic 
that they can actually be frightening (such 
as the very distant buzzing of an 
approaching bee swarm), and the stereo 
effects help you pinpoint enemies outside 
of your view. 

The one complaint I've heard about 
Magic Carpet is that the controls are too 
cumbersome — a complaint which most 
users will agree with once they begin 
playing. Though admittedly difficult to 




Magic Carpet is simply a great 
game. The temptation is there to 
describe it as a 3-D Populous , as 
it does have some "god game" 
elements. But, with the action- 
oriented game play and the first- 
person perspective. Magic Carpet 
differs in many ways from 
Bullfrog's earlier offerings. 
Enhanced by the incredible 
graphics and sound. Bullfrog has 
once again succeeded in creating 
a groundbreaking game that is 
both addictive and challenging. 


master, the standard mouse/keyboard 
combo allows for a maneuverability that 
neither controller alone could hope for, 
and after one or two levels you'll forget 
that they were ever a problem. 
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Dream web is a 
throwback to a sim- 
pler era of gaming. 


I n an industry in which ray-traced ani- 
mation and digitized artwork are 
quickly becoming the norm, Empire In- 
teractive's Dreamweb is a throwback to 
a simpler era of gaming. Instead of lav- 
ishing their production efforts on flashy in- 
troductory sequences, the staff at developer 
Creative Reality concentrated on making the 
world of Dreamweb one of the most richly 
textured and atmospheric in any adventure 
game to date. For the most part, they have 
succeeded. 

The storyline reads like a Stephen King 
novel, saturated with a heavy dose of Ridley 
Scott's Blade Runner. It's sometime in the fu- 
ture, and your character, Ryan, has been 
beset by a plague of bad dreams. Ryan 
learns that the world of dreams exists in a 
plane of reality called the Dreamweb, sort of 
a giant, collective unconsciousness. Eventu- 
ally, Ryan is contacted by the keepers of the 
Dreamweb, who inform him that seven evil 
individuals are threatening the web with ulti- 
mate destruction. As Ryan, you must hunt 
down these people and eliminate them, sav- 
ing the Dreamweb and the overpopulated 
Earth in the process. Here begins the dark 
and mysterious world of Dreamweb, where 


you must race through the grimy, rain- 
soaked streets of the future in an effort to 
save humanity. 

To help Ryan achieve his goal, the 
Dreamweb interface allows you to control 
his actions. Viewed from an overhead per- 
spective, you move Ryan about the screen, 
picking up and using objects, searching for 
secret areas and conversing with — or plug- 
ging with hot lead — the people you en- 
counter. Most of the action takes place in a 
rather cramped window in the center of the 
screen, with disk controls on the right and 
Ryan's inventory on the left. Your pointer 
doubles as a magnifying glass as you move 
it across the screen, allowing you to see ob- 
jects as small as a single pixel in width. 
Nearly everything in the Dreamweb game 
world can be picked up and used in some 
fashion; just searching through the first few 
rooms of the game I managed to quickly fill 
up Ryan's inventory with items. The eerie, 
futuristic atmosphere is accentuated by ex- 
tremely well-done sound effects, which ac- 
company nearly every action Ryan under- 
takes, from playing a few strings on a guitar 
to pressing noisy elevator buttons. Sound ef- 
fects also fade over distance, giving you an 
effective illusion of reality. 



Pri* 
AvaSlabl 
Gem 
Medi 
Develoi 
Publish* 


Pboi 
System 
Requirements: 


Adventure 
Floppy Disk 
Creative Reality 
Empire interactive 
13220 Wisteria Drive, Bay N-2 
Germantown, MD 20874 
01.916.9302 

M PC 386 or Better 
GA graphics Card 
our Megabytes RAM 
Megabytes Hard Disk Space 
x, Drugs, Cyberpunks, 
ts of Blood and a Cool 
ci-fi Plot 
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Dreamweb is an adult game, filled with 
sex, drugs, spurting blood and a mature, 
well-crafted storyline. Although not explicit 
by any means, it would definitely earn a PG- 
13 or R rating if it were a movie. The graph- 
ics are crisp and detailed, albeit a bit on the 
tiny side. The included documentation is 
well-written, although the instruction manual 
is rather sparse on information, and Ryan's 
diary can take a bit of perseverance to get 
through. 

The biggest problems facing Dreamweb 
are its unwieldy interface and the cramped 
nature of the screen. Novice gamers may im- 
mediately find themselves frustrated by the 
unusual interface, and the window into the 
Dreamweb world is simply too small, occu- 
pying less than half of the 320x200 VGA 
screen. Better use would have been made of 
the on-screen real estate by increasing the 
size of the game window and reducing the 
size of other elements, such as Ryan's loom- 
ing figure — used to access inventory — on the 
left of the screen. 


Okay, so the interface is a bit cum- 
bersome and the graphics are above 
average at best. Nevertheless, 
Dreamweb does have a lot going for 
it. A forthcoming CD-ROM version 
will offer digitized speech by profes- 
sional voice actors, which should ac- 
centuate the gloomy atmosphere of 
the game even further. If you're a 
veteran adventure gamer looking for 
an adult, richly developed game 
world — and a break from the usual 
saccharine fare of most adventure 
games — you'll find Dreamweb a 
gaming experience well worth the 
price of admission, 


I 


ORIGINALITY 

8 ! in 


SOUND 

GRAPHICS, PLAYABILITY, $ VALUE 
MUSIC 


1 

IM/A 


iilitof5 # Ratings 

JEFF: 8 Blade Runner meets Hitchcock. 
JEREMY: 7 It's so dreamy. 

MIKE: 7 / like the future. 

RON: 7 An eerie sci-fi treat. 
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This is a fairly seri- 
ous game. To fail at 
the scenario’s desig- 
nated task pretty 
much means death. 
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T ruly among the most unique 
breed of games, Wolf, on CD- 
ROM by Sanctuary Woods, is 
part intriguing game, part audio 
CD with the game's full score 
and part CD-ROM encyclopedia about 
wolves. Set up as a simulation, players take 
the role of a wolf in the wild. The game fea- 
tures a variety of scenarios set in various ter- 
rains, including arctic, timber and plains. The 
easier levels embrace the simple quest for 
water or food for the wolf cubs, set in a pre- 
designed game world with specifically desig- 
nated options. 

The more complex simulation allows for 
full creation of the wolf character, including 
choosing the amount of other animals, type 
of weather, even time of year. The level of 
game selection and amount of control is 
good for repeated playing. However, the tar- 
get audience remains unclear. 

This is a fairly serious game. To fail at the 
scenario's designated task pretty much 


means death. And this isn't a shoot-'em-up 
arcade game where death is taken lightly or 
expected. The level of realism is touching 
and might be just a little too real. Children 
will find losing to be quite upsetting, espe- 
cially with the cut-scene image of a dying 
wolf. The scanned image of a dying wolf is 
very realistic. Then again, surviving could 
disturb children too, as it might involve hav- 
ing to kill a small rabbit for dinner. 

Serious gamers won't have a lot of pa- 
tience with this game. Killing a small rabbit 
won't work for the shoot-'em-up fans. Even 
nature lovers and pacifists might tire of the 
limited possibilities of the games scenarios. 
They don't really vary too much each time, 
and all it takes to win the simpler levels is to 
play the game over a couple of times. The 
simulation level is better, but the rewards 
still seem fairly small. There isn't a grand 
prize or a conqueror world, just surviving an- 
other day — perhaps a little too close to home 
for many. A little escapism would be nice. 
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JEFF: 9 Under a killing moon. 

JEREMY: 8 You too can howl like a wolf. 

MIKE: 7 Need more humans to hunt down the wolves 
RON: 7 The original Gamis Lupus. 


The graphics are fine, but not outstand- 
ing, just typical game play and really great 
segues. The player is never really given the 
perspective of being a wolf though. Rather, 
the game is displayed as a general overhead 
shot, almost like Seven Cities of Gold or 
Syndicate. All the various keyboard com- 
mands make this game seem like a "wolf 
simulator." More stunning are the cut-scene 
segments featuring full-motion video of real 
wolves in the wild. But these don't vary 
much; the same morbid wolf-dying se- 
quence is used no matter how the wolf per- 
ishes. And after seeing them a couple of 
times, the segments get old quickly. 








Wolf has full digital graphics that are true 
to life. A bit too realistic for some. 


As a bonus, the CD-ROM features a 
fairly broad section "about wolves" 
and contains all the score music, 
which can be played on any standard 
audio CD player. The information seg- 
ment is pretty in-depth and does con- 
tain a lot of fascinating data typical to 
educational CD-ROM — kind of a 
"what's to know about the wolf." 
Overall, however, this is a nice novelty 
game without a lot to it. The game's 
video segments of wolves look really 
good, and the game supplies a lot of 
detail about this majestic animal. Still, 
renting a lupine video would do the 
same thing and would be much more 
informative. ^ 
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Moon 



Changing the four CD- 
ROM platters that come 
with the game provides a 
flashback to old Apple 
ll/C-64 games that 
required switching 5.25" 
floppy disks. 




all remember Tex 
Murphy, the seedy 
gumshoe from Mean 
Streets and Martian 
Memorandum. Director 
and codesigner Chris Jones portrays 
Murphy in his latest incarnation, best 
described as a graphic movie adventure that 
continues in the tradition of the two animat- 
ed graphic adventures that preceded it. 

Jones plays a mix of Bogie and Peter 
Sellers, and has assembled a solid cast of 38 
professional actors. Access employees who 
produced the game have various cameo 
roles. George Manousakis, from Access' 
quality assurance department, plays a 
strong and willing upholstery repair man 


seduced by Tex's nymphomaniac ex-wife. 
Several cameo roles are professionally por- 
trayed by veteran actors Brian Keith, Margot 
Kidder and Russell Means. James Earl 
Jones plays the voice of the "Big P.l. in the 
Sky," who greets you every time you are 
killed in the game. 

The setting for the 32-bit protected mode 
game is San Francisco in the year 2042. The 
bigots have just begun their latest hate cam- 
paign against the newest minority, mutant 
humans who have become deformed by the 
indigenous radioactive pollution. Normals 
like Tex seem to have an innate immunity to 
the effects of the ever-present radiation. 

The excellently scripted story involves 
elements seen in the '60s James Bond 



Brian, you look better now than when you were in Family Affair ! 
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JEREMY: 8 If you have a hundred hours to kill , you'// love it. 
MIKE: 8 So f/7/s /s what a real interactive movie is like. 

RON: 8 Well worth the wait! 

JEFF: 6 The year's most awaited game is not worth the wait. 


movie Thunderball and the '80s sci-fi movie 
and series Alien Nation. An organization for 
racial purity — with the funds and ruthless- 
ness to back a plan to purify the Earth from 
a space station — is formed. The madman 
millionaire leader of the cult assembles 
1,000 of the best examples of untainted 
genetic material, who intend to wait 40 years 
until the viral holocaust has sterilized the 
Earth of its genetic impurities. Tex manages 
to get on the space station and destroy it, 
with the help of a special computer chip and 
a government agent. 

The 640x480 maximum resolution, 10-15 
frames-per-second full-motion video is dis- 
played in a three-quarters screen window in 
the top-left of the computer screen. A small- 
er full-motion video screen, used for scenes 
of Tex when he walks or flies his hover car 
to various San Francisco locations, is in the 
upper-right corner. Below these screens are 
the inventory and conversation lists and a 
text window to augment the full-speech 
scripting of the game. 

The full-motion video is clear and 
smooth, with no jerkiness to the voice. When 
the character is moved within the computer- 
generated 3-D backgrounds, the image will 
jerk and hop a bit. A Pentium, fast video card 
and a CD-ROM with high-speed burst rates is 
needed for the best results, or you can 
always select from 11 different resolutions 
for the travel mode. 


Music, sound 
effects and fully 
scripted human 
speech throughout 
the game are profes- 
sionally done, with 
16-bit, 22 kHz digital 
sound that takes 
advantage of General 
MIDI and many sound 
card configurations. 

The sound drivers 
used for the game are 
the same drivers that 
will be used in the 
soon-to-be-released 
Wing Commander III 
from Origin. 

An excellent, built- 
in, context-sensitive 
hint system both 
tracks game 
progress by checking off tasks as they are 
completed and provides some cryptic and 
vague hints tied in to the point in the game 
where you are having trouble. A convenient 
travel system takes Tex from one location to 
another in the game, accompanied by an 
appropriate full-motion video travel 
sequence. An obligatory, arcadelike 
sequence with lethal robots at one point dur- 
ing the game mars this otherwise excellent 
and unique entertainment experience. 


The combination of sound and full- 
motion video in a traditional animated 
graphic adventure is professionally 
done, playable and marks a new level 
of realism for interactive entertain- 
ment. The interface is easy to use, the 
treasure hunt puzzles are effective and 
the game is enjoyable. ^ 


The interface shows full-motion video of 
professional actors against beautifully ren- 
dered computer art for backgrounds and 
scenery. 
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IBM PC 



Detail seems to be 
the watchword at 
Dynamix, and AOD 
is no exception. 





Phone: 

System 

Requirements: 


Contents 


Price 

Available 



fter letting gamers soar 
through pixelized skies in Red 
Baron, Aces of the Pacific and 
Aces Over Europe, Dynamix 
►lunges them into the briny 
sea with Aces of the Deep. In AOD, you're 
thrown into the Captain's chair of a German 
U-boat in the midst of World War II, strug- 
gling to achieve your mission goals while 
avoiding destruction by Allied warships and 
aircraft. 

Two styles of play are included: single 
mission and career. Single missions are bro- 
ken down into historical missions, convoy 
encounters and warship encounters. The his- 
torical mission option allows you to re-cre- 
ate some of the most important sub battles 
of World War II from the periscope's-eye 
view of a German sub commander. The con- 
voy encounter option turns you loose on 
vast numbers of merchant ships, while the 
warship encounter selection pits you against 
a variable number of heavily armed surface 
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vessels. The heart of AOD is the career 
mode, in which you assume command of a 
German submarine at one of several points 
during the war. You can start a career as 
early as 1939 or as late as 1945. Regardless 
of the time you begin, you'll have to see 
your sub and crew through a variety of con- 
nected campaign missions. New sub and 
weapons technology will become available 
at historically accurate points in play, allow- 
ing you to continually test new tactics and 
strategies. You can compete with other sub 
captains on the tonnage leaders board, rac- 
ing to see who can send the most Allied 
ships to the bottom. Finally, tired sailors can 
visit the nightclub for rumors, new tactics 
and other information. 

Detail seems to be the watchword at Dy- 
namix, and AOD is no exception. To help 
players find their way to their patrol areas, 
Dynamix has included a reproduction of an 
actual map that German sub captains used 
during wartime. Dynamix has integrated the 









unique coordinate system employed on this 
map into the game, giving AOD an unprece- 
dented level of realism. Three main types of 
subs are available in a variety of different 
models, giving players a total of seven his- 
torically accurate boats. Your crew is rated as 
either green, veteran or elite, with skilled 
sailors giving you faster dives, quicker re- 
loads and more accurate shooting. That 
same detail extends to the audiovisual as- 
pects of the game. Step onto the bridge of 
your sub and you're treated to a stunning 
simulation of ocean sailing, complete with 
whitecapped waves and an authentic rolling 
sea motion. Stick a fat enemy merchant ves- 
sel with a few torpedoes, and you're re- 
warded with a pyrotechnic flash of flame and 
debris. Ships die in a variety of ways, from 
breaking in two to slowly slipping beneath 
the waves as a fire rages on deck. Throw in 
realistic weather effects and custom graphic 
treatments for twilight and nightfall, and 
AOD emerges as the most visually impres- 
sive submarine simulation yet released. 
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Jerry, aren't you a P.R. and marketing guy? We had no idea that you 
were a U-boat commander in the German navy. 





t RAPHICS, PLAYABILITY, 
VALUE 


Nothing is perfect, however. Sup- 
port for sound cards is generally 
good in AOD, although I was unable 
to get a Gravis Ultrasound MAX to 
work correctly with the game. Al- 
though the mouse-based interface 
gives you access to all the stations 
used on the sub, keyboard equiva- 
lents aren't quite as robust, forcing 
players to turn to the mouse to find a 
desired location, possibly while under 
attack by enemy vessels. Sound card 
quibbles and keyboard equivalents 
aside, AOD is a product that is hard 
to find fault with. Modem and net- 
work support would have been a 
welcome addition (giving true mean- 
ing to the term "wolf pack"), but the 
game is an impressive piece of work 
as is. The historical realism, stunning 
graphics and polished playability 
combine to make AOD the new high- 
water mark in sub simulations. ^ 


Editors Ratings 

MIKE: 8 Take Dramamine before playing this game 
RON: 8 Sim-sational. 

JEFF: 7 More naval warfare. 

JEREMY: 7 A true underwater adventure. 


IM/A 
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Football 


CD-i 



Relive the old glory 
days of the NFL with 
full-motion video. 




msrfsrr 


Pric 
Availabl 
Genre: 
Media: 
Developer: 
Publisher: 


Phone: 

System 

Requirements: 


ompact Disc 

hi lips POV 

Philips Media Games 

11111 Santa Monica Blvd. 

.os Angeles, CA 90025 

100.824.2567 


oritents: 


Dilips CD-i With FMV Card 

>ead Football Players, Full- 
motion Video and a Gruff 
Id Coach 



f there's a gap in the CD-i's software 
library it's the noticeable lack of sports 
titles, including not even one measly 
football game. Someone at Philips 
decided to fill this gap and then some, 
because the CD-i is getting no less than four 
gridiron-themed games in the months 
ahead. NFL Hall of Fame Football is the 
most conventional of the bunch, combining 
a mind-boggling amount of information on 
the game's best players with an action/strat- 
egy sim of the game itself. 

NFL HOF Football has two separate his- 
torical modes. The Hall of Fame mode 
allows you to analyze the playing history 
and statistics of every player enshrined in 
the real-life NFL Hall of Fame in Canton, 
Ohio. At least, some players have stats; 
recordkeeping in the NFL's early years was 
lackadaisical at best, which baffles stat- 
obsessed fans like myself. The gruff-but-lov- 
able "coach" who serves as your guide 
through the game also reads off each play- 
er's accomplishments, sometimes while 
accompanied by stunningly beautiful full- 
screen, full-motion video clips. 

The Hall of Champions mode gives you a 
peek at 40 of the best NFL teams to ever 
play the game, from the 1920 Akron Pros 
(who played in the days when passing was 
freakishly rare and helmets were for wimps) 
to the undefeated 1972 Miami Dolphins. 
Checking out the Champions is important, 
not just to get your money's worth out of 
the game, but to scout each team's talent — 
it's from this 40-team pool that you pick a 
team to control in the playable portion of 
the game. 

Which brings us to that playable portion 
and its four modes of play: Practice, Quick 
Play, Exhibition Play and League Play. 
Practice lets you drill on individual offensive 
and defensive plays; Quick Play throws you 
immediately into a game; Exhibition Play 
gives you more setup and game play 
options than Quick Play; and League Play 
lets you simulate an entire season. 

The problem, however, is that, even with 
the wide variety of plays and the ability to 
participate as coach or player, the "game" in 
Hall of Fame is weak. The graphics are 
unimpressive, the controls are a bit weird 


and the game play just doesn't have the 
smooth and intuitive feel of other electronic 
football games. 

The verdict: NFL Hall of Fame 
Football has superb, full-motion video 
clips and historical info, but once 
you've sifted through it all — which only 
takes a few hours, quite a bit of that 
time spent waiting for disc access — 
you're left with a strictly average foot- 
ball game that doesn't even come close 
to the dreamy game play of many other 
computer and console football games. 
But, hey, if all you've got is a CD-i, this 
will have to do. W' 
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Editors Ratings 

JEFF: 6 Bad game play , good historical data. 

MIKE: 6 A must only for real die-hard football buffs. 
JEREMY: 5 Hall of Shame is more like it. 

RON: 5 Very informative , but the game is lacking. 
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USED IBM GAMES 

COMPLETE & VIRUS FREE; 
WITH THE ORIGINAL BOX, 
DOCUMENTA TION AND DISKS 

Game Title Price 

1942 PACIFIC AIR WAR 30 

688 ATTACH SUB 8 

A-TRAIN 15 

A10 TANK KILLER 1.5 12 

A320 AIR BUS-EUROPEAN 21 

ACES OF PACIFIC MISSION 10 

ACES OF THE PACIFIC 19 

ACES OVER EUROPE 25 

AD&O COLL HEROES/DRAG 1 3 

ADV OF WILLIE BEAMISH 12 

AIR WARRIOR SVGA 19 

AIRBORNE RANGER 5 

ALIEN LEGACY 29 

ALONE IN THE DARK 16 

ALONE IN THE DARK 2 19 

ALTERED DESTINY 12 

AMBUSH AT SORINOR 19 

ANCIENT ART OF WAR 11 

APBA BASEBALL 10 

APBA BASEBALL -WIN 15 

ARCHON ULTRA 25 

ATAC 10 

AWARD WINNING WAR GAMES 32 

BALANCE OF POWER 9 

BARD'S TALE CONST SET 13 

BATTLE BUGS 29 

BATTLE CHESS 9 

BATTLES OF DESTINY 9 

BEAT THE HOUSE 19 

BETRAYAL AT KRONDOR 22 

BIG BUSINESS 7 

BIRDS OF PREY 15 

BLAKE STONE: ALIENS 19 

BLOODSTONE 15 

BLUE & GRAY 22 

BLUE FORCE: NEXT OF KIN 22 

BODY BLOWS 15 

BRIX 11 

BUZZ ALDRIN RACE SPACE 17 

CAESAR 19 

CAMPAIGN 13 

CAMPAIGN 2 25 

CAR & DRIVER 21 

CARRIER STRIKE 15 

CARRIERS AT WAR 15 

CARRIERS AT WAR 2 32 

CASTLE OF DR BRAIN 15 

CASTLES 9 

CASTLES 2 17 

CD - IRON HELIX 30 

CD - 7TH GUEST 32 

CD - ADV OF WILLIE BEAMISH 1 9 

CD - AEGIS GUARDIAN FLEET 34 

CD -AL-QADIM GENIE CURSE 29 

CD -ALONE IN THE DARK 29 

CD -CASTLES 2 38 

CD -CORRIDOR 7 28 

CD -CRITICAL PATH 22 

CD - DARK LEGIONS 32 

CD - DARKSEED 24 

CD -DAY OF THE TENTACLE 29 

CD - DRACULA UNLEASHED 34 


CIVILIZATION 

26 

CLASH OF STEEL 

27 

COASTER 

9 

CODE NAME: ICEMAN 

9 

COHORT 2 

15 

COLONEL’S BEQUEST 

10 

COLONIZATION 

36 

COMPANION OFXANTH 

23 

CONAN 

11 

CONFLICT: MIDDLE EAST 

8 

CONQUERED KINGDOMS 

15 

CONQUEST OF JAPAN 

17 

CORRIDOR 7 

19 

COUNTDOWN 

10 

COVERT ACTION 

5 

CRIME WAVE 

7 

CRISIS IN THE KREMLIN 

11 

CROSSWIRE 

12 

CYBER EMPIRES 

10 


FLASHBACK 
FLEET DEFENDER 
FLIGHT SIM 4.0 
FLIGHT SIM 4: AIRCRAFT 
FLIGHT SIM 4: JAPAN 
FLIGHT SIM 4: SOUND 
FLIGHT SIM TOOLKIT 
FLIGHT SIMULATOR 5.0 
FORMULA ONE 
FOUNTAIN OF DREAMS 
FOUR CRYSTALS OF TRAZERE 
FREDDY PHARKAS FRONTIER 
FREE DC 

FRONT PAGE BASEBALL 
FRONT PAGE FOOTBALL 
FRONT PAGE FOOTBALL PRO 
FRONTIER ELITE 2 
FULL METAL PLANET 
FUTURE WARS 
GABRIEL KNIGHT 
GAMES WINTER CHALLENGE 
GATEWAY 2: HOMEWORLD 
GATEWAY SAVAGE FRONTIER 
GENGHIS KHAN 2 
GLOBAL CONQUEST 
GOBLIIINS 1 -VGA 
GOBLIIINS 2 
GODS 

GRANDEST FLEET 
GREAT NAVAL BAT ADMIRAL 
GREAT NAVAL BATTLES 


12 

LANDS OF LORE 

15 

POPULOUS 2 

19 

STAR FLEET 1 

10 

22 

LEATHER GODDESSES 2 

22 

POWER HITS: MOVIES 

13 

STAR FLEET 2 

11 

15 

LEGACY: REALM OF TERROR 

19 

POWERMONGER 

10 

STAR LEGIONS 

7 

8 

LEGEND OF KYRANDIA 

12 

PRINCE OF PERSIA 

15 

STAR TREK 25TH ANNIVERS 

15 

8 

LEGENDS OF VALOR 

9 

PRINCE OF PERSIA 2 

23 

STAR TREK: JUDGEMENT 

19 

10 

LEISURE SUIT LARRY 3 

15 

PRIVATEER 

27 

STAR WARS CHESS 

24 

29 

LEISURE SUIT LARRY 5 

15 

PRIVATEER SPEECH PACK 

10 

STARSHIP: COMMAND ADV 

14 

27 

LEISURE SUIT LARRY 6 

25 

PRIVATEER: RIGHTEOUS FIRE 

12 

STELLAR 7 

7 

14 

LEMMINGS 

15 

PRO LEAGUE BASEBALL 

25 

STORMOVIK 

6 

5 

LINKS 386 PRO 

25 

PRO TENNIS TOUR 

10 

STREET FIGHTER 2 

19 

7 

LINKS DISK HYATT 

7 

PROTOSTAR 

24 

STRIKE COMMANDER 

15 

17 

LINKS GOLF 

14 

QUEST FOR GLORY 1 - EGA 

6 

STRIKE SQUAD 

19 

5 

LORD OF THE RINGS 

15 

QUEST FOR GLORY 1- VGA 

10 

STRONGHOLD 

19 

34 

LORD OF THE RINGS 2 

17 

QUEST FOR GLORY 3 -VGA 

19 

STUNT ISLAND 

14 

11 

LORDS OF THE REALM 

31 

QUEST FOR GLORY 4: SHADOW 

27 

SUBWAR 2050 

18 

19 

LOST ADMIRAL 

10 

RAGS TO RICHES 

24 

SUMMONING 

7 

28 

LOST FILES OF SHERLOCK H 

17 

RAILROAD TYCOON DELUXE 

32 

SUPER SLOTS 

9 

11 

LOST IN LA 

15 

REALMS 

5 

SYNDICATE 

19 

5 

LOST IN TIME 

9 

REALMS OF ARKANINA 

15 

SYNDICATE: AMERICAN REV 

10 

24 

LOST VIKINGS 

11 

RED CRYSTAL 

15 

TAKE-A-BREAK PINBALL 

12 

12 

LUCAS ARTS AIR COMBAT 

16 

RED LIGHTNING 

5 

TANKS CONST SET 2 

27 

18 

LUNAR COMMAND 

15 

RENEGADE LEGION INTERC 

8 

TASK FORCE 1942 

17 

8 

M-1 TANK PLATOON 

7 

RETURN OF THE PHANTOM 

11 

TENNIS CUP 

9 

29 

MADDEN FOOTBALL 1 

5 

RETURN TO ZORK 

25 

TERMINATOR 2: ARCADE 

15 

9 

MAELSTROM 

16 

REX NEBULAR COSMIC GEN 

15 

TERMINATOR 2029 

16 

9 

MAGIC CANDLE 2 

9 

RINGWORLD 

12 

TERMINATOR RAMPAGE 

15 

12 

MAGIC CANDLE 3 

11 

RISE OF THE DRAGON 

12 

TEST DRIVE 2 

15 

11 

MAGNETIC SCROLLS BUNDLE 

12 

RISK 

9 

TEST DRIVE 3 

15 

29 

MANTIS EXP FIGHTER 

9 

ROAD & TRACK GRAND PRIX 

12 

TFX 

23 

36 

MARTIAN DREAMS 

9 

ROCKETEER 

14 

THE PROPHECY 

8 

19 

MARTIAN MEMORANDUM 

11 

ROMANCE 3 OF KINGDOMS 3 

31 

THEIR FINEST HOUR 

9 
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Got Something To Sell? 

Follow these Easy Steps 

1. Prepare a list of the games you are selling. Call, fax, or 
mail your list to GAMMING GOLD. 

2 . GAMtM'S GOLD w$ quote the current buying 
prices & issue an authorization number for your shipment. 
Games will not foe accepted without an authorization no. 
Price quotes are good for 14 days. 

3. Pack games in box. Write authentication no. clearly on 
outside of box. Mail to GAMMB'M GOt D Save your 
authorization no. We can't answer questions about your 
shipment without your number! 

4. If you would like to use you r money or credit to purchase 
games, include a 'wish list* of titles you ate interested in. 

5. Your check will usually be mailed within 10-14 working 
days of receiving your games. Some 'wish list* game 
credits may take slightly longer to fill. 

Games will be checked for viruses & completeness. 
Games must be complete with all disks, printed materials, 
& in original box. Incomplete games will be returned at 
your expense. 
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subject to change. Call Toll 
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lots more! All Used Games 
are complete & virus free 
with original box, 
documentation & disks. 
System compatibility is not 
guaranteed. All sales are 
final-defective games 
replaced with same title. 
Free shipping (Regular 
Ground) in the continental 
USA on orders over $150. 
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Dana Plato gives her 
best performance. 
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inally making its debut for the 
Macintosh CD-ROM, Night 
Trap saw its beginnings nearly a 
decade ago. Originally developed 
for the ill-fated Control Vision sys- 
tem from Hasbro, the footage that makes up 
this "interactive movie" was shot back in 
1987. By the time it was released for the 
Sega CD, the game had been in the works al- 
most five years. 

The unwarranted criticism that followed 
the release of Night Trap, and the subse- 
quent boycott of the game by several major 
toy store chains, almost spelled doom for 
this groundbreaking game. And though it is 
sexist, with gratuitous scenes of scantily clad 
teenage girls, the violence depicted in the 
game is nowhere nearthe level the media 
built it up to be. 

Night Trap, considered by many to be the 
Birth of a Nation of "interactive filmmaking," 
was the first appearance of many of the ele- 
ments that have become standard in the 
genre. And while, considering the state of in- 
teractive movies today, this may not be such 
a great distinction, Night Trap is still an inno- 
vative game. 

The story is much like the generic slasher 
films of the late 70s and '80s: A group of 
creatures is loose in a house where a girls' 
slumber party is taking place. Your objective 
is to trap the monsters before they get the 
girls. Using a series of cameras that are in- 
stalled throughout the house, you switch 
from location to location trying to spot the 
intruders and catch them by using the vari- 
ous traps in each room. 

Night Trap isn't going to win the Palme 
d'Or (or any award) at the Cannes Film Festi- 
val (though the large video box looks better 
than the standard QuickTime window), and 
die-hard gamers might find the game itself a 
little simplistic, but no one will deny the 
thoroughness of the game. While most 
games employing full-motion video take a 
linear approach, showing certain video clips 
in a certain order, Night Trap comes much 
closer to actually deserving the description 
"interactive." 


With eight locations throughout the 
house that you can view, scenes can be 
taking place in different locations at 
the same time, making it absolutely 
impossible to catch everything in one 
or two games. And while this is still 
technically a linear storyline, the real- 
time action and variety of scenes that 
can be viewed make Night Trap more 
compelling than just some cut-scenes 
interspersed throughout an ordinary 
arcade game, pr 




mm # mm *# 

Editors naanas 

JEFF: 7 Banned in the U.S.; that's what I like about Willis. 
MIKE: 7 / liked it as much as the Sega CD version. 
JEREMY: 6 It's one wild night. 

RON: 6 Bad game , but a technical achievement. 
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Answer: | 


By-passes document 
checks on morelthan 500 
computer games, (ibm-po 


Safe and easy to use 
even for novices. 


aye «5: 5th Paragraph; 
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Answer. | 


Menu driven. 

Just point and shoot. 

Never blloiked out of 
your own software! 
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specifically NOT intended for any use that deprives any software publisher of their rightful income. Universal NeverLock is Copyright© 1991-1995 by Copyware Inc. Alt Rights Reserved. 
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The Nazis and 
guard dogs have 
been replaced with 
obese gunmen and 
mutant rats. 





he latest Wolfenstein 3-D clone 
to hit the market, Capstone's 
Operation: Body Count— based 
on technology licensed from Id 
Software — sends you on a har- 
rowing mission to rescue hostages from ter 
rorists holed up in the United Nations build- 
ing. Although Nazis and guard dogs have 
been replaced with obese gunmen and 
mutant rats, the game should be old hat to 
veteran Doom and Wolfenstein 3-D aficiona 
dos. Even the same control keys are used, 
such as the CTRL key for firing and the cur- 
sor keys for movement. 

Here's the story: A gang of terrorists 
have blasted their way into the United 
Nations building, and they're holding U.N. 
diplomats hostage. As a tough-as-nails 
Rambo type, your job is to enter the build- 
ing and chaingun your way through 40 
enemy-filled floors, eliminating terrorists 
and freeing hostages in the process. 
Although the opening animation shows sol- 


diers rappelling down from a helicopter 
onto the roof, for some inexplicable reason 
you start the game in the sewage and rat- 
filled basement of the towers and must work 
your way up to the top of the tower. 

There are plenty of things to shoot at on 
the way to your goal. At the outset, you'll 
have to blast your way through waves of 
giant rats and slimy mutant men. As you get 
closer to your goal, you'll encounter more 
terrorists, who'll throw a stream of Arabic 
insults at you before attempting to perforate 
you with their Uzis. To combat this threat, 
you're given the usual assortment of shot- 
guns, machine guns and other firearms. 
Unique to the game are explosive grenades 
and a foe-crisping flamethrower. If you find 
your enemies becoming too hard to over- 
come, you can team up with a bunch of 
other players on a compatible network and 
start kicking some terrorist butt. Optionally, 
you can compete head-to-head against other 
human players over a network or via 
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modem. You'll also run across computer- 
controlled allies in your journeys, and you 
can use them to bolster your firepower in 
certain areas. Reaching the ultimate boss is 
a challenge that requires some extra fire- 
power, so having a computer-controlled 
buddy to soak up rounds can be a godsend. 

For the most part, game graphics are 
acceptable, although many adversaries and 
other objects in the game appear flat and 
two-dimensional, lacking the illusion of 
depth that other games in the genre effec- 
tively create. Going down a lengthy stretch 
of earthen tunnel is an excellent example. 
Once inside the tunnel, the graphic definition 
vanishes, making it appear as if you're 
swimming through a sea of pixelized mud 
rather than running down a tunnel. Sound 
effects are appropriate, although the back- 
ground music can quickly become monoto- 
nous. Although 40 levels are provided, it's 
obvious that Capstone needs to take a few 
lessons in level design from Id. Passages 
and hallways seem to wind on aimlessly, 
seemingly indicating that level design was 
an afterthought. Instead of being a vital part 
of the game world, levels seem to be 
designed solely as something to throw mon- 
sters into. 


To its credit. 

Operation: 

Body Count does boast a few novel 
features, such as expanded network 
play and the use of computer-con- 
trolled allies. In the final analysis, how- 
ever, this game pales to insignificance 
even when compared to shareware 
offerings like Apogee's Blake Stone and 
Tri-Soft's Depth Dwellers. Unless you're 
absolutely desperate for a new 3-D 
shoot-'em-up, you should consider 
Operation: Body Count dead on arrival. ^ 
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Editors^ Ratings 


JEFF: 5 U.G. — Unoriginal Game. 


MIKE: 5 How about something original ? 
RON: 5 The Wolfenstein engine that couldn't. 
JEREMY: 4 Another lame clone. 
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Star Trail’s slick 3-D 
animation, digitized 
speech and sound 
effects are a feast 
for the senses. 




Jhe fabulous Salamander Stone, 
■which cemented the friendly al- 
liance of dwarfs and elves, is 
missing and must be returned to 
its rightful owner. The Ores have 
taken advantage of this event by attempting 
to conquer towns in the south of Arkania. A 
party of six adventurers and one nonplayer 
character must recover the stone and the fa- 
bled Star Trail blade, free a princess and a 





prince and kill an ancient dragon to 
restore peace and harmony to the 
realms. 

Star Trail, by Attic Entertainment 
Software of Germany, is the sequel 
to Blade of Destiny, based upon the 
Das Schwarze Auge, heralded as Germany's 
number one role-playing system. Attic has 
worked hard incorporating player wish lists 
into this latest computer role-playing adven- 
ture game, giving it a phenomenal number 
of convenience features. 

Player characters are pregenerated, trans- 
ferred from Blade of Destiny or created by 
selecting from two sexes, seven positive and 
seven negative attributes, 12 classes of races 
and professions, 52 skills divided into seven 
skill categories and allegiance to one of 12 
major gods. All character statistics, spells 
and spell values can be printed, which is sur- 
prisingly useful. 

The novice and advanced player settings 
do not refer to difficulty levels, but refer to 
the level of player or computer control over 
improving character statistics, skills and 
magic as the characters increase in levels 
with experience. Parties can be split into two 
or more groups, but only one party can be 
controlled at one time, and time continues to 


pass for those outside the controlled party. 

Star Trail's zoomable auto-mapping sys- 
tem has room for 100 location-specific nota- 
tions, rich detailing, which includes graphi- 
cally coded buildings, and movement from 
place to explored place. However, it does not 
permit movement to undiscovered locations 
on the map, nor is movement within dun- 
geons or swamps permitted without the use 
of teleportation spells. A player journal auto- 
matically records significant game events, 
such as quests and game progress. Player- 
selected parts of conversations from the so- 
phisticated, easy-to-use, keyword dialogue 
system are immediately copied into the jour- 
nals. Play- 
ers will love 
the ability to 
type per- 
sonal nota- 
tions, 
search for 
key words 
and print or 
delete jour- 
nal sections. 
Characters 
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have a 16-position backpack, a 14-position, 
equippable paper doll silhouette and town 
warehouses to hold their collections from 
over 350 types of weapons, armor and arti- 
facts, including some of the most interesting 
gear ever used in an FRPG. However, inven- 
tory management leads to one of the game's 
major frustrations. Many identical items do 
not stack, and needed quest items are lost 
when the lead character's backpack is full. 

Fully animated, phased-time, isometric 3- 
D combat is either computer- or player-con- 
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Edit#rs # Ratings 

MIKE: 7 An RPG megafeast. 

RON: 7 An innovative RPG. 

JEREMY: 6 Babes , dragons , dwarfs. ..oh my! 
JEFF: 5 Elfintagions. 


Endoria Membioq Uegra ftanador Fyrami 


FLINT , liLEENft . MELINfi LhCHMtiL XflVIDE 


trolled through a sophisticated system that 
should satisfy most role-players. The highly 
detailed and realistic first-person-perspective 
view used for exploration is replaced by an 
oblique overhead perspective that is the 
framework for tactical combat, a feature 
missing from most new first-person-perspec- 
tive games. The magic system has six magic- 
wielding classes and 80 spells divided into 
nine spell houses. Spell casters can pick a 
specialty house with the advantage of a re- 
duced cost in spell energy. Wilderness travel 
camping is a time for hunting, searching for 
herbs and for restoring magic with macro 
commands. 

Graphics have smooth scrolling and intri- 
cate detailing on the 3-D virtual world, with 
the ability to look in different directions. Per- 
spective detailing includes changes for the 


The first-person perspective on the 
3-D virtual world is highly detailed 
and attractive. 


Star Trail incorporates a virtual feast 
of sophisticated convenience features, 
including a highly detailed auto-map 
and automatic note taking. It has a 
highly complex system of skills, attrib- j 
utes, classes, herbs, poisons, diseases j 
and spells that would make a statisti- < 
cian drool. Star Trail's slick 3-D anima- R 
tion, digitized speech and sound effects u 
are a feast for the senses. Interface con- > 
trol is easy to master, while game play ® 
and vague hints might chal- 
lenge the most astute ob- 
server. Overhead, oblique 
phased combat should 
please tacticians. Recom- 
mended for role-playing en- 
thusiasts. ^ 


height of the lead character. Digital music, 
sound effects and full human speech are a 
part of the enhanced CD version of the 
game. 


Overhead, oblique perspective combat 
should excite the tactician gamer. 
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name. The object 

of Blown Away is to 

save people. 
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* s James Dove, ace member of 
m the Boston Bomb Squad, your 
job is to investigate the recent 
rash of bombings. A mad 
bomber named Justus is ter- 
rorizing the city of Boston, but he is especial- 
ly interested in making you miserable as part 
of an elaborate vendetta for the death of his 
mentor, which was caused by you (Dove). 

You must rescue your daughter Lizzy, friend 
Patrick, teacher and mentor Sam and your 
newscaster lover Robin Small, then finally 
have a face-to-face confrontation with Justus 
to finally rid yourself of the madman and win 
the game. In between the video sequences, 
you must search for clues in a first-person- 
perspective display of a 3-D, photorealistic 


environment, and then solve 24 different 
physical and mind puzzles in a race against 
the clock. If successful, you will save your 
friends; if not, they are blown away. 

Meant to be a sequel to the MGM movie, 
Blown Away incorporates some of the music 
and full-motion video sequences, such as 
explosions and fuse close-ups, from the film. 
The game starts like a movie, and begins 
with an advertising trailer for the video ver- 
sion of the movie. The full-screen, full- 
motion, 320x240-resolution digital video 
footage is especially remarkable due to the 
Indio video drivers used to directly access 
the video card and bypass normal Windows 
video. Photorealistic backgrounds enhance 
the experience. 
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MIKE: 7 Good , clean fun. 

JEREMY: 6 Why make a good game out of a bad movie ? 
RON: 5 Lacks cohesiveness. 

JEFF: 4 These Imagination Pilots need some flying lessons. 


oooooooo 


The full-motion video was shot on Beta 
professional format videotape and 35 millime- 
ter film, then layered over 640 x 480-resolution, 
computer-rendered, photorealistic, interactive 
backgrounds. Background objects have hot 
spots that start video sequences with scripted 
speech. The video is quite smooth on a com- 
puter with a fast processor, video and double- 
speed CD-ROM drive. 

All speech and video sequences were per- 
formed by 15 Screen Actors Guild actors. 
Jimmie Skaggs does a brilliant job playing the 
intelligent maniac Justus, who taunts the 
main character throughout the game. 
Unfortunately, there is no option to print text 
instead of or in addition to the full speech 
used throughout the game. Music is digital, 
with 22 K, 18-bit, ambient miniloops taken 
from the film as composed by Alan Sylvestri 
and modified or newly composed by Elliott 
Delman. 

Puzzle types include mazes, number, word 
and logic. The Key Box Game is an adaptation 
of Concentration. The Access Panel Game is a 
classic matrix addition game. The Intelligence 
Word Association Game has 16 randomized 
word associations to provide variety in replay. 
Many people will be seduced into thinking 
that these puzzles are arcade in nature, but 
they will find that the chances of success are 
increased by thinking their way through the 
puzzles, according to Howard Tillman, CEO of 
imagination Pilots, Blown Away ' s developers. 


For those who get stuck or are still con- 
fused about how to solve the puzzles after 
reading the two-page explanation of game 
objectives in the well-written and entertaining 
14-page game manual, there is an 800 toll-free 
hint line, rather than the normal pay 900 line. 
Players can even practice any game over and 
over until they get it right in the options area 
of the game, and then return to the game in 
progress or a saved game to complete the 
puzzle. 

A position-sensitive cursor helps the player 
navigate the game by indicating when an 
object is a hot spot, with memory clues, ■! 

explanations, score tally and menu options ■! 
active in the four corners of the display ^ 

screen. The cursor also controls movement g 
around the 3-D environment, while very few 
keyboard command equivalents have been ^ 
implemented. ^ 

The goal of Blown Away is to save 
people and not blow them up, and the 
puzzles should provide common 
ground for people of all ages and both 
sexes. Blown Away offers an entertain- 
ing family experience. However, those 
people who do not like time-dependent 
puzzle games should be cautious about 
buying this product. 


OOOOOOOO 
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Gadget is an 
adventure that 
draws you in and 
keeps you on the 
edge of your seat 



until the final 
frames. 
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W hether we like it or not, it 

seems as though interac- 
tive movies are here to 
stay. However, since this 
new form of entertain- 
ment has been around for a relatively short 
period of time, the term “interactive movie" 
is still extremely hard to define. Is it a pro- 
gram that's part game and part live action, 
where actors serve as filler in between chal- 
lenging puzzles? Is it an intense gaming 
experience with a strong narrative that has a 
beginning, middle and end? Or is it a story 
that you simply watch play itself out on your 
monitor? Who knows?! But, if the defin- 
ition is, in fact, that an interactive movie 
is a story that you simply watch unfold 
before your eyes with little struggle, 
then Gadget is one of the best interac- 
tive movies I've seen to date. 

Gadget is, for the most part, a mys- 
tery — a mystery that you must solve by 
traveling around a futuristic retro world 
where people are cold and the sur- 
roundings are even colder. Let's just say 
that David Lynch and Orson Welles 


would feel extremely comfortable in this 
unique place. 

You begin your journey in a hotel room 
where you basically pick up your suitcase 
and leave. You then make your way to the 
elevator and an encounter with an odd-look 
ing, green-faced boy. Who this boy is you 
may never know, but he constantly haunts 
you throughout the game. The kid splits, 
and, in a moment, you'll realize he's 
swapped suitcases with you. Once in the 
lobby, your adventure truly begins. There 
you meet Slowslop, a man whom you will 
be in contact with for your entire journey. 












He instructs you to establish con- 
tact with a scientist named 
Horselover and find out what he's 
really up to. 

From there, you board a high- 
tech train and start collecting 
information from the various trav- 
elers and scientists that you 
encounter. You also begin to uncover the 
five gadgets, which you'll keep in your new, 
empty suitcase. You're instructed to bring 
these to Horselover so that his creation can 
be completed. It turns out that a comet is 
due to collide with the Earth at any moment 
and that Horselover is building a small 
spacecraft called the Ark in order to escape 
from the ensuing destruction. As you race to 
find all the gadgets, your journey becomes 
darker and you begin to wonder if you are 
truly helping Horselover with his plan or are 
just a helpless pawn in some wild madman's 
devious game. 

There's no doubt about it, director 
Haruhiko Shono's interactive movie Gadget 
is an adventure that draws you in and keeps 
you on the edge of your seat until the final 
frames. You are in constant interaction with 
numerous characters, and, although this is 
not a bad thing, you never really know who 
is telling you the truth and whom you are 
actually supposed to trust. Should you fol- 
low Slowslop's orders, or should you seri- 
ously consider the horror stories you've 
been hearing from the train passengers? You 
must decide. 


But, truthfully, there's 
nothing really to 
decide, because all 
you do is watch 
Gadget — you never 
solve any puzzles or 
decide which train to 
board. Everything is 
done for you, and 
your fate is sealed 
from the beginning of 
the game. If you con- 
sider this a downfall 
for a CD-ROM 
game, relax, 
because it's 
the only one 
this adventure 
possesses. 
Gadget's 
graphics are 
some of the 
best I've ever 
seen, and the 
storyline and 
characters are 

as original as you're going to get. Plus, the 
musical score is unlike any other score 
you've heard on a CD-ROM game. Composer 
Koji Ueno conducts a bold, unorthodox 
score that echoes the likes of Philip Glass. 

If you enjoy David Lynch films and ^ 
are not interested in solving mind-bog- ^ 
gling puzzles, then Gadget is the inter- K 
active movie that was designed for u 
you. And don't worry about sitting in > 
front of your computer for 40 hours try- o 
ing to solve this game; Gadget can eas- 
ily be completed in under ten hours. 
Stunning graphics, an easy-to-use 
interface and a dark, ominous storyline 
make this adventure a must for all 
lovers of film and fantasy. ^ 


Editors Ratings 

JEFF: 9 I've been Myst -o-fied! 

JEREMY: 8 An interactive movie at its best. 

RON: 7 Beautiful , but gameless. 

MIKE: 6 Where's the beef ? All smoke and mirrors. 
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The overall look and 
feel of Planet Strike 
is quite similar to 
Aliens of Gold. 
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IBM PC 386 or Higher 
40 K RAM 

ound Blaster Compatible 
ound Card 
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utants, Morphing 
.onsters, Mayhem, 
iolence. Buckets of Blood! 




ast year, Blake Stone, the 22nd 
century's answer to James Bond, 
put a stop to Dr. Pyrus Goldfire's 
jinsidious plans for total domina- 
Ition of the galaxy! Goldfire man- 
aged to escape capture and has since elud- 
ed authorities, but new information indi- 
cates the depraved doc- 
tor might be up to his 
old tricks again on the 
planet Selon, which, 
coincidentally, happens 
to be where Stone's 
mother and sister took 
up residence after the 
death of Stone's father. 

As Blake, it's up to you 
to infiltrate the aban- 
doned STAR training 
facility that now serves 
as Goldfire's fortress and 
destroy the evil madman 
once and for all! 

And so begins anoth- 
er Blake Stone first-per- 

son adventure using the 
now-classic Id Software 
Wolfenstein engine. The first Blake Stone 
game, Aliens of Gold, used the engine pretty 
much as-is, substituting futuristic locations 
and laser guns for dungeons and machine 
guns. This year's sequel has some exciting 
additions that keep the game fresh, even in 
the shadow of Id's Doom II. 

First off is the update to the REBA inter- 
face, the status bar at the bottom of the 
screen that provides information on attack- 
ing enemies, as well as health and weapon 
status. REBA now sports an overhead, rotat- 
ing, auto-mapping display that shows Blake 
where he's been and indicates the position 


of doors and enemies. Just adding the map 
to the status bar so you can see it without 
pressing the TAB key would have been 
enough, but the programmers at Jam 
Productions took things one step further by 
adding a magnification feature. By collecting 
radar power packs you can increase the 


DJpi P’fESSR'jpS., 
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auto-mapper's charge, which allows you to 
double or quadruple the map's resolution. If 
you zoom in to 2x mode, red dots pinpoint 
the location of enemies; doubling the mag- 
nification again will indicate the position of 
"secret" doors that provide you access to 
hidden areas. Just remember that the higher 
the game map's resolution, the more power 
it consumes. 

The previous Blake Stone game required 
you to find a red key in order to operate the 
elevator and move on to the next level. 
Planet Strike uses transporters to move 
between the game's 20 levels. Each level's 

transporter is locked down by 
a Security Cube; in order for 
Blake to operate the trans- 
porter, he must first find a 
Fission Detonator (the only 
weapon in the game power- 
ful enough to destroy the 
Security Cube) and then blow 
up the Security Cube. Like 
the previous game, Blake can 
travel back to any level he 
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Editors 1 " Ratings 

MIKE: 8 Fast and furious— I like it! 

JEFF: 7 Isn't it Doom antic? 

RON: 7 The new features make it more than just a clone. 
JEREMY: 6 Doom is still the game for me. 


The overall look and feel of Planet 
Strike is quite similar to Aliens of 
Gold , with the same menus, help 
screens and controls. The lighting 
effects give the graphics an eerie qual- 
ity, but, if you find some levels too 
dark, you can always turn on the .1 

lights with the "L" key. The action is < 
fast and furious, even on a 386, and tC 
some of the puzzles are quite clever. m 
About my only complaint is that there 
is only one new gun, the Anti-Plasma ® 
Cannon; but what it lacks in originali- 
ty, Blake Stone: Planet Strike! makes 
up for with intense game play that is 
sure to please everyone but the most 
jaded Doom player. So what are you 
waiting for? Hop on the next shuttle 
to Selon and get ready to save the 
universe — again! JF" 
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has already been to and collect any items 
that might have been left behind. 

Of course, no Blake Stone game would 
be complete without a host of nasties to 
shoot at, and Planet Strike is loaded with 
plenty of blood-gushing mutants and aliens. 
Some mutants can disguise themselves as 
pillars or statues, waiting until you get 
close before they morph into their true 
form and attack. On some levels, you'll 
enter rooms containing slime-covered 
"eggs" from which will hatch huge, green, 
acid-spitting monsters if disturbed. The 
sickening sound of the hatching is enough 
to make Sigourney Weaver shudder! 

As in the first game, you'll also come 
across Bio Technicians, many of whom are 
loyal to Dr. Goldfire and will try to waste 
you on sight. There are a few, however, 
who are tired of their work being perverted 
and will help you by supplying charge 
packs, food tokens and information about 
your surroundings. Keep your gun at the 
ready though; you'll never know if a techni- 
cian will help you or shoot you until you 
ask him! 


Be sure a Bio Tech isn't an informant 
before you blast him! 








Master of Magic 




The creators of Master 
of Orion have burst 
open the foreboding 
doors of wizardry. 





Mono 


1 ’Ciatiun 

Spells | 

1 rlrtiues | 

| Cities | ! 

M 


tc~< 

LJ 



I 




tO®D3 


mJr ' «* 4 - 


r t 

3flL, 

L ®J 



o longer content with their con- 
quest of space, the creators of 
Master of Orion have burst 
open the foreboding doors of 
wizardry in MicroProse's Master 
of Magic, in which you must explore, garner 
forces, build cities and conquer not one, but 
two worlds. Steel won't cut it here; you're 
going to need to learn and cast many a 
deadly spell to become the ultimate ruler of 
both planes. 

Fear not, though, as there are over 200 
spells that are eager to be cast, as well as 80 
items of magic and 35 hero classes to assist 
in the destruction of thine enemies. The 
spells themselves are divided into six cate- 
gories: life, death, chaos, nature, sorcery 
and arcane magic. And while it's possible to 
learn a little of each (except life and death), 
most will initially probably want to focus on 
merely a couple, building their chosen spell 
categories accordingly. 

In addition to the spell categories, each 
wizard can choose from a number of special 
abilities. These abilities range from being 
famous (draws more heroes and mercenar- 
ies quickly) to mastery of various chosen 
spell categories (increases their effects). 


An Improve Graphics spell would have 
been nice for the overall terrain map and 
even the battles themselves. While the 
graphics are definitely suitable, a little more 
detail wouldn't have hurt, since most of the 
creatures are very small in battles. Perhaps 
it's time for more strategy games to offer 
SVGA graphic options, too. The animations 
fare pretty well, such as immolating ene- 
mies in a fire bath. 

From the clang of blades clashing to the 
howl of an enraged beast, the sound effects 
are good but tend to be a little too soft at 
times. The musical score for Master of 
Magic is by none other than The Fat Man, 
and it definitely enhances the atmosphere 
while you explore the countryside. 

Besides enemy armies and opposing wiz- 
ards, there are also occasional mean bugs 
you'll encounter — or I should say the com- 
puter will encounter and crash from time to 
time. While the version 1.1 patch fixed a 
number of bugs, some are still lurking, and 
there's a definite need for a 1.2 patch. (Note 
to software developers: Please, test these 
games a little more thoroughly. Paying con- 
sumers are not thrilled to be serving as the 
beta testers of your games.) 
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You start with a small village, but, in time, can build it into a 
thriving city, complete with magical protection. 


Those familiar with MicroProse's other 
strategy simulation games will feel at home 
fast with Master of Magic's interface. And 
for those who aren't, there's the manual. 
While the manual does contain a good deal 
of what one needs to know, it becomes fairly 
apparent to anyone using it as a reference 
that a number of things in the game aren't 
as the manual describes. Furthermore, the 
patches released add to and modify some 
existing elements in the game, obscuring the 
manual further. 

Master of Magic does have a fairly slick 
on-line help system though. By clicking the 
right mouse button on just about anything, a 
window will pop up explaining the given 
menu or icon function. But an updated man- 
ual still wouldn't hurt. 

The most glaring inadequacy of Master of 
Magic isn't the bugs or manual though, it's 
the artificial intelligence of your rivals, who 
should have been dubbed Sir Beavis and Sir 
Butt-head. For example, I had several situa- 
tions where I had undefended cities with 
enemy troops milling about nearby, but 
never attacking. Strategically speaking, 
they're pretty stupid too, often aimlessly 
wandering the countryside in search of 
Monty Python's Holy Grail. 

There are five difficulty settings, from 
intro to impossible, but all they do is throw 
more at you — they don't make the Al any 
smarter. The Al also cheats some, including 
learning many powerful spells, conducting 
extensive research and having super mages 
all within a short period of time that just 
technically isn't possible following the rules. 

Potentially, with the remaining bugs 
cleaned up, no dirty moves and smarter Al, 
Master of Magic could be a great game — 
which, if SimTex follows through with its 
announced patches, hopefully will happen. 


As it stands, with so many spells and 
items. Master of Magic is still rather 
fun, but it'll have a low replayability 
value until the Al reaches at least 
Forrest Gump's IQ. ^ 


A group of giant spiders spins a web around 
scouts, sealing their doom. 


Ah, the sweet smell of victory. 
Hopefully, you'll see this graphic often. 


Editors' Ratings 

MIKE: 6 How about Master of Black Magic? 
RON: 6 Needs to be patched up. 

JEFF: 5 Where's David Copperfield ? 
JEREMY: 4 It's missing all the magic. 
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Reminding one somewhat 
of Rebel Assault the envi- 
ronment whisks by as you 
hurtle down twisting high- 
ways at speeds over 1 50 
miles per hour. 
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yclemania' s title screen claims it is 
a “video simulation," but perhaps 
“video arcade game" would be 
more appropriate. Accolade's new 
racing bike software is a blast to 
play and pretty to look at, but it is not a sim- 
ulation like Falcon and Fleet Defender, 
games IBM PC gamers are used to. 

As you could guess from its name, Cycle- 
mania is a motorcycle racing game. The high 
point of this game are the very realistic 
graphics used for the scenery. Reminding 
one somewhat of Rebel Assault, the environ- 
ment whisks by as you hurtle down twisting 
highways at speeds over 150 m.p.h. You are 
not alone, either, as some five other cyclists 
will be zipping by in efforts to beat you to 
the finish line. 

Cyclemania does not try to do too much 
here, giving the user a basic arcade game 
with the standard strengths and weaknesses. 
On the plus side, the game is easy to get 
into, fun to play and features some nice ter- 
rain graphics. The music is lively and 


matches the racing mood, and the sound ef- 
fects are great. Your bike's engine growls ur- 
gently, and your opponents' engines fade as 
you pass them. If you want to enable the vi- 
sual effects option, Cyclemania will run 
video clips of events, like your crashes. 

On the downside, this is not a terribly re- 
alistic game, though it probably was not in- 
tended as one. The interface is generally 
easy to use and menus are self-explanatory. 
In the race, however, you view your alter ego 
from behind, in the equivalent of a flight 
simulator's “chase plane" perspective. 
Sometimes your view is blocked by other 
riders or objects. Control is sometimes diffi- 
cult as well. Other riders seemed able to 
navigate turns with ease, but even when 
braking or downshifting, I could never match 
their agility. 

There are a few other items I thought un- 
necessary. Sometimes a helicopter or low- 
flying airplane will pass overhead. This is an 
attempt to give Cyclemania an even greater 
sense of speed, but I thought it was mis- 





Cyclemania will 
treat you to gnarly 
videos of bike 
crashes when you 
munch. 


The constantly streaming terrain is similar to Rebel Assault's . By running primarily 
from the CD, Cyclemania keeps hard drive requirements modest. 



placed. The main object graphics are in stan- 
dard VGA, and, while the bikes and obstacles 
are acceptable, the flying objects look silly 
and really hinder the suspension of disbelief. 

Fortunately, Cyclemania has a lot of other 
details I did like. If you win races, you receive 
prize money with which you can purchase 
upgrades and equipment in the game. Menu 
screens are accompanied by excellent SVGA 
motorcycle photos. Certain simulationlike 
features give the game greater depth than a 



regular arcade game; you can cus- 
tomize things like track types and difficulty 
levels. Engine overheating is supposedly 
modeled, though I never pushed my engines 
to that point. There are some neat 3-D scenes 
in the bike shop (where you buy your up- 
grades) and also in the track selection area. 

In the track selection room, you will see both 
videos of the tracks and some incredible 
crash scenes playing on a miniature TV set. 

If you are not a cycle freak and prefer 
strategy or realism, you need to look 
elsewhere. If, on the other hand, you 
have enjoyed motorcycle games in the 
coin arcades, you might like the pace of 
Cyclemania. You can have a quick race 
whenever you like, and it is just a key- 
stroke away from the starting line. ^ 
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Editors 7 Ratinqs 

MIKE: 6 Look elsewhere. 

RON: 6 Road Rash for pacifists. 

JEREMY: 5 A weak Road Rash. 

JEFF: 3 Playing this game gives me a road rash. 
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I’m usually pretty 
bad at this type of 
game, but I finished 
Death Gate in just a 
few sessions. 
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Publisher: 


Phone: 

System 

Requirements: 


Contents 



B ased upon the nov- 
els by Margaret 
Weis and Tracy 
Hickman, Death 
Gate is an adven- 
ture game that appears to be 
aimed at FRPG fans. Set in a 
world filled with elves, dwarfs 
and magic spells, Death 
Gate uses a standard puzzle- 
solving game as a framework 
for its somewhat epic storyline. 

In a nutshell: You're Haplo, a 
member of a magic-using hu- 
manoid race called the Patryns. 

Many years ago, the world was 
divided into five realms by a 
powerful race called the Sartan. 

All of the other "mensch races" 
have settled in the various 
realms, but your people were 
imprisoned in a labyrinth. As 
one of the few Patryns who've 
escaped, your goal is to find the 
five pieces of the "world seal" 
and reunite the realms. 

To do this, you must travel 
to the different realms via the 
"death gate." In each realm, 
you will learn more about the 
history of the world and the re- 
lationships of the races to one 
another. As you discover more 
and more about the Sartan and 
why your race was imprisoned, 
you will find your quest slowly 
changing and evolving. Haplo 
will be faced with a much big- 
ger task than he originally set 
out on: saving the world from 
the incarnation of evil! 

Before you enter the Death 
Gate, be warned: The road 
ahead is strewn with text, and you're going 
to have to read most of it. From each charac- 
ter's large amount of dialogue to the numer- 
ous books you'll find along your journey, 
Death Gate is about as wordy as games 
come nowadays. As in Myst, you'll find 
many clues and answers in the various texts 
strewn throughout the land. Not that this is 
necessarily a drawback, as the story is an in- 


teresting and well-written look at intolerance 
and cultural supremacy. But those looking 
for an adrenaline rush should probably look 
elsewhere. 

As an adventure game, Death Gate could 
be considered a bit too simple. I'm usually 
pretty bad at these types of puzzle-solving 
games, but I finished Death Gate in just a 
few sessions. There are a couple of reasons 
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for this short playing time, one being that it 
is simply a short game. The other reason is 
that the puzzles are relatively easy to solve — 
not that they are simple, they are just logical. 
Unlike many other adventure games, Death 
Gate's puzzle solutions make sense. But they 
are almost too logical. In addition to the ease 
of play, so many clues are given that there 
are relatively few areas in which you are 


truly challenged. 

It's unfortunate that I have to 
criticize a game for having logi- 
cal puzzles (which are, sadly, 
rare in most graphic adven- 
tures), but it hampers the 
chances of the game maintain- 
ing any longevity. And since ad- 
venture games aren't known for 
their replay value, perhaps im- 
possible and obtuse solutions 
are the genre's only chance of 
hard drive survival. Hopefully, 
someone will find a way to 
strike a balance. 

The game is not visually as- 
tounding, though the cinematic 
cut-scenes add some high-tech 
fireworks to an otherwise simple 
presentation. The digitized 
voices help to create the envi- 
ronment, and I didn't find myself 
cringing at any particularly bad 
acting. The voices match the 
characters quite well for the 
most part, so they actually add 
to the game instead of just be- 
coming an ear sore. 


A solid game. Death Gate 
is unfortunately hindered by 
its tragically short life span. 

But for those who don't 
want a big challenge, but do j 

want an enjoyable story ^ 

with some quality brain- < 

teasers. Death Gate is rec- H 

ommended. W' 111 

> 

O 
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capsule reviews 


by Ron Dulin 



Flatheadia 
Score: 18 


J >u 

^Bastion 


This room occupies a taller tower rising from the corner of the 
keep. The slitted windows are wider here, presumably to 
accomodate the weaponry of the period The stair winds up and 


down from here 


You are on the roof of the tower, a virtue 

n ‘ state-of-the-art castle defense from thi 
fortified parapet, resting on stone corbe 
Machicolations, holes between the corbels, allow 
dropped on invaders below. (More often, they wer 
on the soldier's own toe.) Crenellations are spec: 
providing openings for armaments and offering a 
castle grounds: the main castle just below, and t 
castle's village and garrison. The sole exit is the 
You can see a large fly here 

>1 


ZORK III 


On the Lake 


Score: 1/23 


to the west and thickening swamp to the east makes the going all but 
impossible. To the south, where the beach meets a rock formation, you can 
make out a dark passage sloping steeply upward into the rock 


If you want to go into the lake, you should say so 
>enter lake 

You are nearly paralyzed by the icy waters as you swim into the center of 
the lake. 

On the Lake 

A giant roc, previously hidden among the rocks, is heading right toward 
you, its mouth gaping wide! 




Team Schedule as el E/28/1994 


Team Sacks as ef </1 5/1994 


Team RecaMna aa of «ff5fl9S< 


Cienrr.il Into 


General Info IrMa 


(19/05/94 
05/11/94 
(19/18/94 
09/25/94 
10/09/94 
(0/16/94 
10/23/94 
10/30/94 
11/06/94 
11/13/34 
H/20/94 
II/? 7/94 
1 7/05/94 
12/11/94 
I (2/18/94 
(2/24/94 


Los Angelrs Raiders al San Francisco 49rrs 
Seattle Seahawks a! Los Angeles Raiders 
l.os Angeles Raiders at Denver Broncos 
San Diego Chargers at Los Angrier; Raiders 
Los Anrjelcs Raiders at New England Patriots 
Los Angeles Raiders at Miami Dolphins 
Atlanta Falcons al (.os Angeles Raiders 
Houston Oiler:, at Los Angeles Raiders 
Los Angeles Raiders at Kansas City Chiefs 
Los Angeles Raiders at Los Angeles Rarns 
New Orleans S3ints at Los Angeles Raiders 

Pittsburgh Steel re. at Lo:. Angeles Raiders 
Los Angeles Raiders at San Diego Chargers 
Denver Broncos at Los Angeles Haiders 
Los Angeles Raiders at Seattle Seahawks 
Kansas City Chiefs at Lor. Angeles Raiders 


9:00 (ABC| 

4:00 

4:110 

4:00 {NBC! 
4:00 
1:00 
4:00 

4 90 (NBC| 
8:00 ILSRN) 
4:00 

4:00 {FOX| 
4.0U INHCJ 
9:00 (ABCJ 
4:09 

8:00 (CSPNj 
4:00 jND(.| 


edule Calendar 


I us Angeles Raider 


| Irivia Wallpaper Sayers 
League Standings 
learn Info 
Stadium/Ticket info 


NFC Leaders 
AFC Leaders 
Team Bankings 


Passing 
Qecelving 
interceptions 
Punt returns 


IVTaTiTeVV 


1 bnniL,n 

SMITH, ST 
ROBINSOH.GR 
BELL.N 
MONTGOMERY,! 
GAULT, V 


REC 

YDS 

AUG 

LG 

88 

1188 

1* . 8 

71t 

A3 

*67 

18.9 

32 

33 

771 

23.* 

7*t 

27 

*62 

17.1 

68t 

26 

353 

13.6 

*3t 

18 

187 

18.* 

22 

15 

1*2 

9.5 

58 

11 

111 

18.1 

18 

18 

*3 

*.3 

9 

8 

6* 

8.8 

12 


Rushing 
Touchdowns 
Kicking 

Kickoff returns 
Piloting 
fumbles 
_Sacks allowed 
1 
3 
A 
1 
0 
e 
e 
o 
o 


Help 


| PLAYER 

NO. 

| SMITH, AM 

12.5 

1 TOWNSEND, G 

7.5 

| HCGLOCKTON.C 

7.8 

| LONG , H 

6.8 1 

| HARRISON. N 

3.0 

| BRUCE, A 

2.8 j 

I WALLACE, A 

2.8 

[ ANDERSON, E 

1.0 

1 BROUGHTON, W 

-1.8 

| KELLY. JOE 

1.0 

B WASHINGTON, L 

1.8 

E TEAM 

*5.0 

I OPPONENTS 

50.8 


PLAYER 

ATT 

CON 

CMPX 

YDS 

YPA 

TD 

TDX 

I NT 

I NT* 

LONG 

RATE 

HOSTETLER, J 

*19 

236 

56.3 

32*2 

7.7* 

1* 

3.3 

18 

2.* 

7*t 

82.5 

EUANS.U 

76 

*5 

59.2 

6*8 

8. *2 

3 

3.9 

* 

5.3 

68t 

77.7 

TEAM 

*95 

281 

56.8 

3882 

7.8* 

17 

3.* 

1* 

2.8 

7*t 

• 1.7 

OPPONENTS 

*57 

258 

56. 5 

31*1 

6.87 

17 

3.7 

1* 

3.1 

66t 

77.* 



The Zork 

Anthology 


Price: $19.95 Genre: Adventure 

Publisher: Activision Telephone: 800.477.3650 

System: IBM PC and Mac CD-ROM Overall Rating: 8 


or those who missed out on getting this collection free 
with Return to Zork, here's your chance to take a trip 
down memory lane for a nominal fee. All five of the origi- 
nal Zork games in one excellent package, including the exten- 
sive manuals and hint books. These classics are about as much 
fun as 125 K can hold! 


Lamborghini 

American 

Challenge 


Price: $49.99 Genre: Arcade Racing Publisher: Titus 
Telephone: 818.709.3692 System: IBM PC, IBM PC CD-ROM 

Overall Rating: 5 


L amborghini is your basic arcade-style racing game. Not 
particularly innovative, but not particularly bad either. The 
j one big problem with LAC is that the game is a little too 
hard for its own good, and there is nothing to motivate the play- 
er to improve. As a two-player game, it fares a bit better, if only 
because it reduces the level of difficulty. 


NFL Sports Guide 


Price: $49.95 Genre: Sports Publisher: Momentum 
Development Telephone: 800.262.3926 System: IBM PC 
Overall Rating: 6 


F eaturing licensed artwork and statistics from the NFL, this 
guide, billed as "the ultimate software for football fans," is 
basically a collection of Windows utilities. It contains com- 
prehensive statistics based on the 1993 season, and not only 
does it keep track of the current NFL schedule, but it keeps track 
of the user's personal schedule as well. That way, the die-hard 
football fan will never have to miss a game. 

The Journeyman 
Project Turbo! 


Price: $59.95 Genre: Adventure Publisher: Sanctuary 
Woods Telephone: 800.943.3664 System: Mac CD-ROM 
Overall Rating: 7 


O ne of the first games to take advantage of the possibili- 
ties of CD-ROM, The Journeyman Project was a bit pre- 
mature and revealed as much about the new technolo- 
gy's problems (most notably the unbearable sluggishness) as it 
did the potential. This new and improved "Turbo!" version 
addresses the problems of the past, making the game faster and, 
therefore, more enjoyable. 
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IT'S NOT TIE GAME, IT’S TIE COMPETITION 

REAL. LIVE. COMPETITION! 



Discover a new world! 

Let’s face it. You think playing against a computer is fun? 
It can be, sometimes. But it’s missing something: 
Another living, breathing opponent like YOU! Ail you 
need to get your heart rate up is a computer, modem 
and your ImagiNation! 

The ImagiNation 
Network delivers 
the best competition 
in the country right 
to your home. 

And thousands of 
other opponents are 
just waiting for you 
to show up. 

The Irna& Natlon 

Home 

entertainment, redefined... 

ImagiNation has the classic board and 
card games we all grew up with, 
like bridge, chess, and 
hearts. But that’s only 
the beginning. Spend 
time with a noted 
actor or writer in one 
of our regular forums. 

(It’s your chance 
to ask that burning 
question the talk show 
host forgot.) 

Meet new friends you 
didn’t know you had 

when you share your interests and hobbies. 



And we’ll give you 
5 Free Hours to prove it! 


Start Exploring Your Own 
ImagiNation With 5 FREE Hours! 

Here’s What You Get. . . 

A Starter Kit in the mail, usually less than 
a week after your request. But don’t delay. 

Call now! 

A brand new membership with 5 free 
hours of network time to use within the first 
30 days to get acquainted with new friends. 
After you use your free hours, you’ll be billed 
at a rate of $3.30 per hour during the first 
month. Each month you remain a member, 
you’ll be billed just $9.93 which includes 
5 free hours; additional hours are billed 
$3.50 each. 

ubscription to Imaginings , the members-only 
full color newsletter that highlights coming attractions and 
features profiles of members and on-line celebrities. 

Here’s All You Need... 

jf* I have at least a 386sx or better with a hard drive and 
4MB RAM. I also have VGA graphics and a Microsoft- 
compatible mouse. 

You bet I have at least a 2400 baud modem. You think I 
want to have all this fun by myself? 

JjJ % To use ImagiNation requires a major credit card. 

I have one! 

ImagiNation. Of course I have that. Are you crazy? 

And if you need help installing ImagiNation Network 
software, or using it, just give us a call. 



1 - 800 -IMAGIN-l 

( 1 - 800 - 462 - 4461 ) 


Offer Source Code: 866. Offer expires 4/30/95. 

Offer valid to new members only. © 1995 The ImagiNation Network. All rights reserved. The ImagiNation Network reserves the right to change features, rates, or specifications at any time. 
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Doom is pretty much a household liford for 

I IBM PC gamers. It set the standard only a yc 
ago when Id Software released the sharewar 
version in December '93. For the first time, 
players were ablengo compete in a very realis 
tic, demon-infested, three-dimensional envini 
ment cooperatively or against one another 
Now, with Doom If; Hell on Earth , Id pushes 

_ _ _ ' _ _ L 

the enve 


just a bit further and raises that 
blood pressure just a little higher. r 

Comprising 30 new, more complex and larger 
levels (plus two hidden Wolfenstein levels) 
Doom If hurls everything imaginable and more 
at the player. So be forewarned — if you 
thought the original Doom was tough, some of 
the levels here may seem impossible! Whaflk 
follows is not a step-by-step, level-by-level * 
guide, but rather a lowdown on the new stuff 
you'll encounter and some tips and strategies 
to keep you from getting your butt fried. 


r to Stand tin 
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Mancubus 

This oversized wail of walking flesh takes quite a beating. About 
eight shotgun shells will normally do him in, but a few more will be 
required if you're not too close to him. Beware the volley of flaming 
blasts he shoots from the massive guns that make up his arms. 


Revenants 

Rather tail skeletons that shoot guided missiles from their shoul 
der-mounted rocket launchers when you're not within fistfighting 
range. Try to weave and dodge, making tight turns around corners 
to throw the missiles off your trail. It's best to try and stay just ot^ 
of punching range and hit him with anything/everything you've got. 


Former Commando 

A little higher up the rank than the Form 
Sergeants, these guys tote a chaingun and t 
to use it. These guys love to shoot at you fr 
distances. 


Human 

y aren't afraid 
» very long 




Pain Elemental Jm 

Looking very similar to the Cacodemons, take these guys out 
fast before they have enough time to spit out Lost Souls at you. 
Given the time, they'll overwhelm you with so many flying skulls 
you won't have time to concentrate on taking out the source itself. 


Hell Knights 

A tan-colored variant of the Barons Of Hell, there is 
virtually no difference between them other than the 
fact that the Hell Knights will succumb to your firepow 
er a little quicker than a Baron. 


Arachnotrons 

The little Spider Mastermind wannabes don't take too many 
shotgun shots to dispose of, but you must stay clear of the rapid 
green plasma bolts they shoot. A good shot will throw them off tar- 
get, and before they can draw a bead on you again, finish them off. 


Arch- Vile 

These demons have to be the worst ones of the lot. Not only do 
they incinerate anything in their path (including you), they also 
walk around and revive any of their fallen comrades. Expect to 
pump a lot of shells into them (around 60) or finish them off quick- 
ly with a BFG 9000 blast. 



February coMPUTERPlayer 81 








All the weapons from the first 
game are here, as well as a new 
double-barreled shotgun that really 
helps take a bite out of the opposi- 
tion. Here's the rundown: 


Chaingun 

A favorite of the seasoned marines, the chaingun can pin 
your opposition to the wail as you fill them with lead. 
Remember though, as fast as you're mowing down anything 
that is standing in your way, your ammo is depleting just as 
fast. Uses the same ammo as your pistol. 


Fists 

Until you get your hands on the 


chain saw, your two 
mitts are all that you have to protect yourself if you happen 
to run out of ammo. However, they are pretty effective if you 
happen to pick up a berzerker pack. 


Rocket LauncheKij|| • L ■, , 

The rocket launcher can take out a spectre or a demon in 
a single shot. Read the warning that comes with this 
weapon, because unless you really enjoy feeling the skin 
searing off your own hide, the rocket launcher is not a 
weapon to be used in a close combat situation. 


Pistol 

You start with 50 rounds, which isn't much against the 
hordes of Hell. But then again, it sure beats going toe-to-toe 
with an Arch-Vile. 




Shotgun 

Now we're talking. This little baby can save you front 
fate worse than death many a time. The only drawback is 
the reload time it takes ejecting each cartridge. When used 


Plasma Rifle 

The plasma rifle is sort of an electrical version 
chaingun. As long mk you have ammo, you can set 
just by keeping your finger on the trigger. Be sure 
eye on your ammo level, 'cause this gun goes thro 
gy cells real quick. m/F 


in close-range combat, one shot will take out a small group 

ofeoldiers. ; 

.m M.. d#* 


Super Shotgun 


The only new weapon found in Doom II, the super shot- 
gun is the bigger and meaner version of the regular shotgun 


There really isn't much to say. It's a BIG gun that packs a 
lot of wallop! Just remember to give yourself a second to 


Its double-barrel action sprays a nice cluster of shot at tar- 
gets, allowing you to take out good-sized groups of soldiers 
or two to three imps at a time. 


charge this puppy up. When firing, keep the gun pointed at 
your target until it discharges. I'll bet Bill Murray would have 
killed for one of these. 
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Although this may sound tike just 
common sense, never run full tilt into 
unexplored areas. Doom II has a lot 
more trip wires that will open up 
secret areas behind the player and 
trap him in a room up to the armpits 
in imps or demons. 

The best way to advance through a 
level is to take the most narrow corri- 
dors and continue to systematically 
secure areas one at a time. I usually 
start down a corridor and, when 
approached with a decision at a fork 
in the path, always take the left corr- 


Bullets 

You can find clips lay- 
ing around, as well as pro- 
cure them from fallen 
Former Human soldiers. 

Each clip contains five bul- 
lets. Ammo boxes contain 
50 rounds. 

HHhI ' , * Wtmm 




Energy Cells 

Used to power the plasma 
rifle and the BFG 9000, these 
are also found in two sizes. The 
smaller cells will power the 
plasma rifle for about 20 shots. 
The larger cells hold 100 units 
of energy, which is enough for 
about 2.5 rounds use of the 
BFG 9000. » 


of 
and 
20 shells. 


Rockets 

Very scarce for the most 
part. They are found in single 
units and crates of five 
shells. 


A 

■i 


to make its appearance is the megas- 
s a silver-hued invulnerability artifact that 
Ith and armor levels to 200% each. 


GfflMP ED®E)( 


ill!* 


Although Id decided to remove the 
ability for players to tag the wails 
with bullet holes before the original 
game was released, the map screen 
a "mark" feature that most don't 
to their advantage. While on the 
screen, If the player presses the 
key, a number is left on the map in 
the player's current position. This 
number starts at zero and allows the 
player to mark up to ten locations on 
a given map. If a player attempts to 
mark an 11th position, the first one 
(number zero) is removed. The C key 
will clear all the marked positions 
that a player has created. 

What good is this feature, you ask| 
Well, for starters, it's a great way t 
keep track of all those ammo an 
health containers you didn't heed 
while you were stocked up 
a level but really could use 
exiting the level. It also coi 
handy when you run into a really tight 
spot and don't want to waste another 
ten minutes searching through every 
corridor for the lone stimpack you 
know you didn't pick up. It's also a 
great way to mark where the exit is if 
you happen upon it early in the level 
but don't want to leave without giv- 
ing the rest of the level a good clean- 
ing. Lastly, it's great for tagging good 
sniping areas while playing in death 
match mode. 




idor or area. This allows me to search every nook and cul-de-sac while mak 
ing sure to cover my butt and avoid getting toasted from behind. 

If you happen to get hit but can't see from which direction the attack is coming, even 
after doing a 360-degree scan, check out the image of your player down at the bottom of 
the screen. He'll always react to the direction that the attack is coming from. Your best bet 
is to move your behind out of the open, but seasoned gamers can rotate and fire off a few 
rounds, eliminating the beasts before they have the chance to attack again. In fact, the 
guys at Id can run circles around people in death match mode, all the while pumping lead 
into them. 

Another neat trick I learned when presented with a large, previously unexplored area, 
is to fire off a shot or two (rockets work great) and see what happens Sometimes you can 
coerce the enemy into fighting with themselves, which sure beats having to tike out every- 
one yourself. 





m i 




■ 


CLLUiVL' CllUliS 


During the game, entering the fol- 
lowing combination of keystrokes 
will endow your character with the 
following abilities: 


A— Computer Map. This enhances 
the auto-mapping feature. The entire level 
is displayed, including the areas you have 
not explored yet (they're displayed in a 
blue-gray). This effect lasts one level. 

I— Invisibility. This has the same 
effect as picking up the blur artifact. The 
effect lasts 60 seconds. 


L— Light Amplification 
Goggles. Provides a level 
increase in the amount of light 
around you. Completely dark 
areas become more nego- 
iable. This effect lasts 120 
seconds. 


IDCLEV + the level number: 

Allows you to warp to any level in the 
game (e.g., IDCLEV31 will warp you to the 
first Wo I fen stein 3-D level). 

(IDCLIP: Clipping 
This code turns clipping on and off. 
Clipping mode allows you to walk through 
walls and get past puzzles you can't seem 
to find the solutions for. You may experi- 
ence some weird effects if you attempt to 
leave the boundaries of the game level. 


®! 




R — Radiation Suit. You 

have the protection of the 
radiation suit for 60 seconds. 
Allows you to safely navigate 
through the toxic waste areas. 





IDDQD: God Mode 

The eyes of your character will turn 

ablaze and no damage will 
befall you. You cannot 
receive any of the special 
combat bonuses though. 

i J 1 1 1 m ■ i 










.. ill® 




|IDDT: Auto-map Enhancer * 
Using this code while on 
the map screen will enhance 
the view up to two times. The 
first time it is used, the entire 
level is displayed (the same 
effect as picking up the com- 
puter map icon). The second 
time, triangles are mapped to 
every creature and object on 


llilll 


[. Same effect as picking 
up the foerzerker pack. The screen changes 
to a red tint and the amount of damage 
you do with your fists is significantly 
increased. Also boosts your health back to 
100%. This effect lasts one level. 

V — Invulnerability. The screen 
turns grayscale (inverted) and you 
become immune to all attacks for a period 
of 30 seconds. 
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the level. 
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IDKFA: Happy Ammo Code 
This code equips your character with 
every weapon and a full supply of ammo. It 
also supplies you with the blue armor and 
all the keys that can be found on the level. 


site 





safe' 








m 

The ean way is to use the Ic 

m ■ B m ■ 

here's the proper way to navi 


•> '-'-V 


wi 




f 


NS 






As of November 


wviff a a awaiiawici 

Version 1.666 was 
the initial release 
and contained a few 
bugs, including: 
clipping problems 
(being able to move 
through some wall 
sections) and empty 
window frames in 
other wall sections. 
Version 1.7 cleared 
up these problems, 
but then the Id 
Software technical 
support line 

: . ' iv 'Svi 

changed, hence the 
release of version 
1 .7A. Just be sure 
that if you are trying 
to play the game 
over a modem or a 
network that every- 
one involved is run- 
ning the same ver- 
sion of the game. 

The patch file to 
upgrade from ver- 
sion 1.666 and 1.7 

: ■ S: <<& 

to 1 .7A has been 
made publicly avail- 
able directly from 
GTE Interactive 
Software, or it can 

iisiiilii 8 

be downloaded from 
Internet ftp sites 
and commercial ser- 
vices such as 
CompuServe and 
America Online. 




GETTING TO THE 


M> LEVELS 


From Level 15 in the southwest corner of the map (see point A), trigger 
the switch to activate the stairway back in the area to the north where the 
lava flow opens into the tunhel. Take the stairwell all the way to the top 
(point B) and activate the switch to gain access out onto the ramparts. UsSg 
shift key and the forward arrow key (from point C), propel yourself off the 
east end onto the platform in the middle of the lava lake (point D). Trigger 
the switch up there and then drop down into the lava lake and make your 
way to the west side of the structure just to the north. The switch on the 
tower should activated a teleporter there (point E). This will teleport you into 
the structure. From inside (point F), make your way up the stairway rising to 
the west side of the building (point G). Jump down onto the platform to the 
southwest and enter through the yellow doorway (point H). Once you're back 
inside, make your way to point J. A teleporter will be located in a new corri- 
dor that runs south. Jump inside to Level 31. 

Level 31 is an oversized version of the first level of Wolfenstein. However, 
this has allowed Id to stuff an awful lot of Nazis in there. Getting to Level 32 
(the Super Secret Level) is up to you, but I'll give you a hint. Don't exit using 
the normal exit on Level 31. (It's real close to it, but you'll have to open up 
two secret wall sections first.) 
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cheat mode! 


Sid Meier's 

Colonization 

MicroProse for IBM PC 





Delta V 


c 
c 
c 0 
O 
o 



CHEAT MENU ENABLE 


H' r 

i.". ~ -» -••**'* r.'-. ■ V 


' ; -^^sss £^ 






> 

CD 

> 

_Q 


SfIPSSCOLOM IZE>COPY MENU . TXT f1ENU0LD.TXT 
1 f i le (s ) copied 


If you ever look 
carefully at screen 
shots of Colonization 
on the game box, 
you'll notice that 
"CHEAT" is on the 
menu at the top. 
Here's a way for you 
to access that hidden 
cheat menu, which 
was omitted from the final version of the game. 

First go to your C:\MPS\COLONIZE directory 
and copy the MENU.TXT file to MENUOLD.TXT by 
typing COPY MENU.TXT MENUOLD.TXT. This will 
backup the menu file just in case something goes 
wrong. Then enter the MS-DOS editor by typing 
EDIT MENU.TXT. When the file comes up, cursor 
down and find the block of text that begins with 
@PEDIA and ends with the blank line before 
@END. Highlight and cut (Shift and Delete) the 

block of text, including the 
blank line. Then cursor up to 
where it says @CUP and make 


:sf1PS\C0L0NIZE>EDIT MENU . TXT 


Halloween Harry 

Jump Raven 


He 4 it earch ptions 


"CIIMIM IZUI’El) I A 
Caryo Ty|ir % 

Unit Ti||ir-. 

Trrrnin Tij|»cv. 

Co lun I X 1 !ik III*. 

Colontj llu 1 Id 1 ih|*. 

Kiiii ml 1 ut| hi t her?; 

Miser I liinruns 
• nmp Ictr 

ycui* 

CM EOT 

~F H I Crcntc lln 1 1 
E D7 UrhiMi Inl'u l l«ii|\ 

E H 1 Hrvrfl I Mtip 
E II \ IJrt IIiihmii Plnijrr 
FITIi Kill I ml iuu*. 

F H / ftdv«m r Hr vo In 1 1 on Slain-. 
Sou ml Tcsl 
Mrmon) Check 


r* 




sure the blinking cursor is flashing underneath the 
@ symbol in @CUP. Next, paste (Shift and Insert) at 
this location the block of text that you cut. The two 
locations of the blocks of text beginning with 
@CUP and @PEDIA should be switched now. Save 
the edited file, exit the editor and boot up 
Colonization. Enter the game as you normally do. 
When the 


t ic 


4i t emrcii 


ptions 


main screen 
pops up, the 
word 
"CHEAT" 
should be in 
the location 
where "COL- 
ONIZOPE- 
DIA" was 
before on the 
menu bar. 

You will now have access to a wide selection of 
cheat features, but you will no longer have access 
to the Colonizopedia. No big loss. 

Special thanks to Al Giovetti for figuring this 
one out. 
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Lords of the Realm 
Maelstrom 


Halloween Harry 

Sub-Zero/Apogee for IBM PC 


Raptor 

Sid Meier’s 
Colonization 

World of Xeen 


HEALTH RESTORATION AND PARAMETER MODE 



In Harry's quest to save mankind from being 
turned into slobbering, mindless zombies, he's 
going to need all the tricks, as well as treats, he can 
get his hands on. 

To restore both his health and his jetpack power 

(which is also used 
for his flamethrow- 
er), simply hold 
down the following 


three keys simultaneously: B I G. 
Now Harry's health will be up, 
and he'll be ready to fly and fry 
to your heart's content. 

If you want to know exactly 
where you are, you can use the 
tech parameter mode, which is 
accessed by pressing CTRL-ALT- 
Right Shift-F12 all together. 

Harry's coordi- 
nates will now 
appear at the 
upper left-hand 
corner of the 


screen. 
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World of Xeen 

Mew World Computing for IBM PC CD-ROM 


VARIOUS TIPS ARID TACTICS 


Whether you choose Warrior or Adventurer 
mode, you'll encounter some riddles in the World 
of Xeen that are a cut above the rest, and find that 
even when money does grow on trees, you can't 
always rake in enough. 

Adventurers often find themselves stumped by 
the funky monks of Castleview when asked, "What 
do the monks in Castleview study?" Those with 
higher literary skills or just plain luck may know it's 
"PALINDROME," based on the monks' dialect. As 
for the rest of us, well, now we know. 

Retrieving the chalice in the Darkside of Xeen 
can pose problems if you're not ready for some 
vowel play. To be exact, you need to type the vow- 
els of the word chalice, "AIE," in order to get the 
chalice. Failure in doing so won't even net you a 
Dixie cup. 

Those glowing squares that keep teleporting 
you around in dungeons but don't allow you to 
teleport past them can be overcome by jumping — 
with the Jump spell, that is. Simply walk up to the 
square right next to the teleportation square and 
cast Jump. Voila! You're past the teleportation trap 
and can counter the other teleportation traps in the 
same fashion. 

Eventually, even the most hardened adven- 
turers may find their financial resources looking a 


little strapped, 
frustrating war- 
riors that are 
ready to 
advance in 
level but don't 
have enough 
cash. Luckily, 
there's a con- 
stant source of money in the Darkside of Xeen. 

If you mine the emerald veins in the gem- 
stone range, you can then use the emerald rocks to 
create armor, ultimately selling the armor for 
money. "Great," you say, "but now the gemstone 
range is empty." Not if you take 250,000 gold to the 
cave located in area C3 (coordinates X6, Y9) and 
give it to the "God of Minerals." Upon receiving the 
gold, the God of Minerals will restore the gems in 
the gemstone range. 

Repeating this process of mining for emerald 
rocks, converting the rocks to armor, selling the 
armor, then tipping the God of Minerals 250,000 
gold will give your adventurers unlimited financial 
income, allowing them to cover the very costly 
prices of training for upper levels. Because even 
the toughest of adventurers needs a break from 
time to time. 
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Girlfriend Teri offers welcome relief from doom, gloom 
wolves, monsters, and mortal combat 


Girlfriend: The adventure 
with 10 30 commands 


Actually, the number is too high 
to count! You see, Girlfriend ™ 
uses artificial intelligence, so you 
can ask her any question and she 
will answer on your PC screen or 
audibly. Dream up things for her 
to do, and then watch in VGA 
color! Players tell us they never 
get bored because Girlfriend 
learns new words and ideas from 
every conversation. Every time is 
different, and there is no 
endgame! Watch for Girlfriend at 


your favorite store or order direct: 
Girlfriend Lisa PG-13 $59.95 

Girlfriend Teri PG-13 $69.95. Add 
$4 S&H. Sound Blaster compatible 
voice add-on: $29.95. Specify disk 
format. Caution: mature subject 
matter! For FREE info on our 
software, including adult kits, circle 
the reader service number below! 
Dealer inquiries invited. 

AIVR Corp. (800) 324-AIVR 

709 Lingco #106, Dept CP406 

Richardson, TX 75081 USA 

Tel (214) 235-4999, Fax (214)235-4992 
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ADD S4 S/H • 3.5" Or FOREIGN ORDERS ADD S2/DISK * IN PA ADD FAX • MUST STATE AGE OVER 21 YEARS. 

VISA/MC Orders Only: 800-243- ISIS Ext. 600PI / 24 HRS / 7 DAYS 

FAX (215) 997-2571 • Or CK/MO to:SeXXy Softwore, P.0. Box 220., Dept. 600PI, Hatfield, PA 19440 


• Doom 

• Duke Nukem 2 

• Eternam 

• Halloween Harry 

• Lemmings 

• Kung Fu Louie 

• Jill of the Jungle 

• Redhook's 
Revenge 

• 3D Chess 


• Multi-Dimensional • Another Planet and • Tetris 3D 


Theif 

• Gateworld 

• Simulations of 
Risk, Scrabble, 
Monopoly, Uno 

• Spear of Destiny 

• Megatron 

• Blake Stone 

• Monster Bash 


Me with No Beer 

• Roadwars 2000 

• Major Stryker 

• Mystery Manor 

• Hockey 

• Wofenstein 3D 

• Galactix 

• Bio Menace 


• Flight Simulators 

• Kiloblaster 

• Executioners 

• Stratsys 

• Hugo's Whodonit 

• Baseball 
PLUS Many , 
Many More 


FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS 

ADULT SOFTWARE GAMES 

SeXXcapades Girlfriend Pornmania CD-ROM 

The Virtual Woman. Artificial 5 wild adult games. Plus 1 200 MB 

Intelligence. She learns your words, of movies on 2 CD-ROMS. 

Adult versions - 2 girls. Reg. $1 20. $69 or combine with other 
Our price $69. CD-ROMS below. 


The premiere adult board game. 
Over 5MB with 80 VGA movies and 
SOUND. Reg. price $79. 

Sale price $49. 


Porntris Pornpipe - Adult Pipe for Mozaik 

Adult version of Tetris. Reveal Windows. Reveal hidden movies Unscramble over 45 celebrities in 

hidden movies and pictures as you complete new levels. this adult jigsaw game. 

Porntris, Pornpipe, Mazaik: $35 each or all 3 for $89. 

INTERACTIVE CD-ROM MOVIES: Nightwatch, Seymour Butts, Dream Machine, Doors/Passion. 
CD-ROM MOVIES: SeXXcapades. . . The Movie, King Dong, Sex Games, Too Naughty to Say No. 

All CD-ROMS: $69 each or 3 for $149. 



Play MOVIES 


Play MUSIC 


■ Rack your brains and experience the thrills of the Amiga* 
BB CD32 System for only $359! Play hundreds of games, 1 
PhotoCDs, movies and audio CDs. Plus, add the SX-1 option to 
turn your game system into a full-blown computer system! 
GRAB IT NOW! before temptation takes over! 

Extra ODtions ^ 249 Full Motion Video Card $25 Extra Control | 
$249 


Software Express 
P.O. Box 324 
Jefferson, Wl 
53549-0324 


AfflEBra. 


SX-1 Expansion Unit 


Info & FREE Catalog Call 1-800-735-3662 or 1-414-699-5522 Fax 


Complete System 

w/Game Only $359 




CANNON 

comma 


i iCD 

UBERATI N 
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ADVERTISING INDEX 


ADVERTISER 

RSC# 

PG# 

Access Software 

110 

38-39 

Advanced Gravis 

109 

11 

Advanced Gravis 

124 

CVR#3 

Aidealabs 

117 

88 

Apogee Computer Syst. 

105 

19 

Blue Valley Software 

121 

89 

Copyware Inc. 


61 

Electronic Arts 

125 

CVR#4 

Falcon Norhtwest 

107 

29 

Formgen 

102 

3 

Gamer's Gold 

113 

59 

The Imagination Network 

115 

79 

Interplay 

103 

7 

New World Computing 

111 

39 

Paper Mayhem 

120 

89 

Philips Interactive 

104 

11 

Philips Interactive 

112 

41 

Ready Soft 

108 

31 ,83,87 

REM Software 

116 

88 

S Software 

118 

88 

Sanctuary woods 

106 

25 

Sanctuary Woods 

123 

93 

Software Express 

119 

88 

Spectrum Electronics 

122 

88 

SSI 

101 

CVR#2 

This ad index is provided as a convenience to our readers. 

Due to last minute changes we cannot always 
guarantee correct information. 




Do you know what PBM (Play-By-Mail) gaming is? If you don’t, 
we can help you explore the world of PBM gaming. Paper 
Mayhem has been leading the way for over 10 years by 
informing people about PBM gaming. Articles, reviews, 
biographies, PBM game & company ratings and more fill each 
issue. 

Paper Mayhem has been improving with the ever expanding 
hobby of PBM gaming since 1983. Each bimonthly issue brings 
you the latest on PBM news. 

So why delay and miss out on all the fun? 

PAPER MAYHEM 
Dept CP, 1518 Adams St. 

Ottawa, IL 61350-4770 

US Subscriptions: Single issue $5.00 
1 year $24.00 - 2 year $42.00 

FOREIGN SUBSCRIPTIONS: Please inquire for rates. 
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MasterCard/Visa 
1-800-545-6172 
(after 5 p.m.) 


“Powerful programs of growth and adventure” 

MAGIC MIRROR I ... a toolbox for your mind. E. Kinnie, PhD., 
Clinical Psychologist, $39.95. 

MAGIC MIRROR II . . . experiences for your mind, $39.95. 

THREE GATES . . . skryeing, awareness shifting, I Ching and 
runes, $39.95. 

MERLIN ... an apprenticeship, $29.95. 

PHOENIX FIRE . . . high-tech Ouija Board, $39.95. 

MAGIC MOUNTAIN . . . weird adventure, male and female 
versions, not for children, $39.95. 

Blue Valley, 29 Shepard St., Walton, NY 13856 
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P.O. BOX 6295 
SALINAS, CA 
93912-6295 

OPEN: 6AM- 11PM PST EVERYDAY 

1 - 800 - 983-4321 

sAze'Tzoit'ies 

ALL PRODUCTS LISTED ARE NEW 

SATISFACTION GUARANTEED !!! 


7th Guest 
Dune 

Gabriel Knight 
Indiana Jones: Atlantis 
Jutland 

Legend of Kyrandia 
Lord of the Rings 
Maniac Mansion 2 
MegaRace 
Outpost 
Return to Zork 
SimCity 2000 
Star Trek 25th 
TFX 

World Circuit 

IBM 

IlfhHourfCD) 

1942 Pacific Air Wi 
5 ft/10 PAK Vol. 1(CI , 
Across the Rhme(CDj 
Aces of the Deep[CD/3.5) 
AD&D:AI Qadim(CD/3.5) 
AD&D:Collectors Ed. 2 
AD&D:Dark Sun 2(CD/3.5 
AD&D:Eye Beholder 1 or 
AD&D:E' “ ‘ 

AD&D 


Beholder 3(CD/3.5) 
zoberranza(CD/3) 
AD&D:Ravenloft(CD/3.5) SW 
AD&D:Unlimited Adv.(3.5) 

.,L 


22 

18 

23 

24 
23 
20 

25 
22 
23 
27 
21 
34 
25 

29 
19 

55 

47 

30 

47 
48/45 
40/42 

18 

5CY47 

15 

16 

48 
'47 


Civilizatioh/RR Tyc. Dlx(CD) 
Colonization(CD/3.5) 
Comanche w/Missions(CD) 
Corridor 7ICD/3.5) 
Cyberia(CD) 


Cydones(CD/3.5) 


f)/3.E 



End 


Legions(CD/3.5) 

Delta V(CD/3.5) 

Doom 2(CD/3.5] 

Dragon's Lore-Chapter 1(CD) 
Dragons|>here(CD/3.5) 


Dune 2(3.5) 

EATop lOPack(CD) 

Empire Dix Master Ed.fCD) 
F-14 Fleet Defender(Cb/3.5) 
Falcon Gold(CD) 

Fields of Glorv(3.5) 

FIFA Soccer(CD/3.5) 

Right Simulator ToolkitfCD) 
Fortress Dr. Radiaki (CD/3.5) 
Freelancer 2120(CD/3.5 



16 

Aegis: Guardian of Fleet(CD) 49 
Alien LegacyJCD/3.5) 39 
i in me Dark 2(CC 


Alone in 


DD/3.5) 40/35 


Arenafider Scrils(CD/3.5) 45/40 


Armored _Fist(CD/3.5) 


47/44 

Award Win Wargame(CD/3.5) 39 
Battlecruiser 30(X) AD(CD/3.5) 45 
Battle Bugs (CD/3.5) 39 

Battle Isle 2200(CD) 34 

Beneath a Steel SkyfCD) 42 
I at KrondorfCD/3.5) 23 


J5(C[ 

Frontier Elite 2(CD/3.5) 
Genghis Khan 2(3.5) 

Grandest Reet(CD/3.5J 
Hammer of the Gods(CD) 
Harpoon(CD) 

Harpoon 2(3.5) 

Harvester(CD) 

Hell(CD) 

Heroes Might & Magic(CD/3.5) 
Hexx(3.5) 

High Command(CD) 
Horde(CD/3.5) 

Indy Car Radnq(3.5) 


48 

35 
47 
40 

31/25 

47 

43 

40 

20 

36 
42 
45 
50 

23 
33 
32 

24 

47 

52 

36 

37 

53 

35 
42/37 
47/44 

24 
47/44 

36 

37 
35 

42 
20 

43 

44 

48 
44 
31 
20 

25 
37 


Indy Car Circuits(3.5) 

Iron Cross(3.5) 

Jurassic Park(CD/3.5) 
King’s Quest 1-6(CD) 
King's Quest 7(CD) 
Kingmaker(3.5) 

Knights of Xentar(CD/3.5) 
Lands of Lore(CD) 



il(CD/3.5) 
Perfect General 2(CD/3.i 
Phan 


- , » 

Lords of Realm(CD/3.5) 

Master of Magic(3.5) 

Master of Orion(3.5) 

Mech Warrior 2 CD/3.5) 

Mortal Kombat(3.5) 

ey'95(CD) 
Nomad(CDft5) 
Operation:Crusader(3.5) 
Outpost(CD/3.5) 

Panzer i 

il 2(pD/3.'5) 

(CD) 

Psychotron-WINfCD) 

Rebel AssaultfCDJ 
RELENTLESS(CD) 

RenagadefCD) 

Return to RingworidfCD) 

Rise d the Robots(dD/3.5) 47/37 

Rise of fr»e Triad(CD/3.5) 32 

Robinson's Requiem(CD/3.5) 32 
Rules of Engagement 2(3.5) 32 

Shadowcaster[CD/3.5) 44/19 
Shadow of the CometfCD) 38 
Sim Crty(CD) 48 

Skyrims Jorune: ALJCD/3.5) 40 
Space Hulk(CD/3.5) 34/22 

Space Quest 1-5(CD) 48 


21 

42 

25 

59 

49 

32 

40 

42 

39 
CALL 

47 

40 
39 

39 
46 
29 

46 

40 

35 

36 

43 
39 

37 
49 

44 
37 
44 

47 

48 
42 


SSN-21: Seawolf(CD/3.5) 
Stalingrad(3.5) 

Star Control 1 or 2 
Star 


44 

45 
18 

40/36 
38 


Crusader(CD/3.5) 

Star Reach (3.5) 

Star Trail(CD/3.5) 46/42 

Star Ti rek DS9 The Hunt(CD) 42 
Star TrelcTNG(CD) 56 

StonkeepfCD) 48 

Subwar 2050{CD/3.5) 47/35 

Summer/Winter Challnqe(CD) 22 
Super Hero League(CD/3.5) 34 
Syndicate Plus(CD) 40 

“ ck(CDOJ 


Wral 
X-Com(CD/3.5] 
X-Wing(CD/3.S) 


49 

40 

47/40 


X-Wing T Imperial Persuit(3.5) 19 
:B-Wing(3.5) 


System Shock(CD/3.5) 
' ‘ 2029 Dfx(CI 
F 

TFX(CD/3.5) 


47 

Terminator 2029 Dfx(CD) 31 
CD 


Terminator Rampage(CD) 


Theme Park(CD/3.5) 

Third Reich(3.5) 

Tie Fighter(3.5) 

Ultima 1-6(CD) 

Ultima 7: Complete(CD) 

Ultima 7:Serpent lsle(3.5) 

Ultima 8:Pagan(3.5) 

Ultima 8:Pagan w/Speech(CD) 47 
Ultima Underworid 1 & 2(CD) 30 
Ultimate Domain(CD/3.5) 36 
Ultimate Football CD) 47 
Under a Killing Moon(CD) 55 
Victory at Sea(3.5) 48 

a :D) 48 

(CD/3.5) 39 

Wargame Const Set 2:TANKS 39 
Warlords 2:Scenario Bldr(3.5) 29 
Wing Commndr 1 &2 Dlx(CD) 33 
Wing Commander 3(CD) 54 

Wing Comm Armada(CD/3.5) 47 
Wings of Glofy(CD) 47 

Wolf(CD/3.5) 40 

Wolf3D:SpearofDestiny(CD) 41 


45 

35 
40 

36 

46 
32 
40 
29 
39 


X-Wing 2:B-' 

Zephyr(CD) 

3D0 

3DO System 
11TH Hour 
AD&D Slayer 
Alone in the Dark 
Horde 

John Madden Football 
Lost Rles of Sheriock Holmes 
Megarace 
Out of this World 
Rebel Assault 
Road Rash 
Shock Wave 
Star Control 2 
Super Wing Commander 
Theme Park 
Total Eclipse 
Way of the Warrior 

ATARI 


19 
46 

399 

CALL 

49 
44 

50 
49 

49 
42 
44 

CALL 

56 

56 

50 
49 

49 

50 
50 


Alien vs Predator 
Brutal Sports Football 
Doom 

Kasumi Ninja 
Wolfenstein 3D 


239 

62 

57 

CALL 

53 

53 


IBM HARDWARE 

Call for CD Drives, Sound Cards, 
Modems, Video Cards... 


WE ALSO SELL: 

MAC.SNES.SEOTNTBOOKS, & 
ADULT TITLES. Call for our low, low 
prices(GUARANTEED lowest on the 
ADULT TTTLES) 


OVERNIGHT 
ISHIPPING NOW 
ONLY 

$4 


PRICES SUBJECT TO CHANGE, DEFECTIVE ITEMS REPLACED WITH SAME PRODUCT ZZJi 

20% RESTOCKING FEE ON RETURNED & REFUSED ITEMS - A 

PAYMENT : MONEY ORDERS, CHECKS(ORDERS SHIPPED WHEN CHECK CLEARS), VISA, MASTERCARD 
SHIPPING : $4 OVERNIGHT FOR SOFTWARE(CALL FOR HARDWARE). COD ADD $4 PER ORDER. MOST 
ORDERS PLACED BY 3PM PST SHIP SAME DAY. SHIPPING TIMES NOT GUARANTEED. 

WE SELL OVER 5,000 COMPUTER & VIDEO GAME PRODUCTS SO IF YOU DON'T SEE WHAT YOUR 
LOOKING FOR PLEASE CALL US AT 1-800 983-432 1 OR 1 408-751-6975!!! 
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Delta V 

Micro Prose for IBM PC 





Delta V 


Halloween Harry 

Jump Raven 

Lords of the Realm 
Maelstrom 

Raptor 

Sid Meier’s 
Colonization 

World of Xeen 


POWER-UPS AND BONUS ROUNDS 


LR5ER5 

PROTON TORPEDO 


FtfinDB PDlilERUF 








As you slip through 
conduits at the speed of 
data, there are some 
bonuses you'll encounter 
that aren't mentioned in 
the manual. The most reg- 
ular bonus you'll run into 
(literally) are power-ups, 
both the blue Es and the 
green As.These stand for 
energy and armor, respec- 
tively, and have about a 10% chance of happening 
each time you flatline an enemy. It's a good idea to 
stay directly behind opponents when you toast 
them, otherwise you can easily miss these valuable 
power-ups. 

On a less regular basis, you'll receive a red D, 
standing for Data Module, when you destroy a 
radar turret. Now, aside from adding mostly bonus 
points upon mission completion, there's a chance 
when you snare a Data Module that you'll see a 
"New Weapon Integrated" message. If this hap- 
pens, you've managed to retrieve invaluable data 
regarding a new weapon — one that you'll now 
have on your next mission and beyond. 

Not everything you encounter is out to help 
you, though, as the Power Spins will prove beyond 
a doubt. These objects look like translucent dia- 
monds, usually lined up in the trench, resembling 

six-sided 
stars com- 
ing at you. 
While they 
don't appear 
at any set 
intervals 
during the 
actual 
trench run, 
they do 
appear at 
every four 
even-num- 
bered levels 
starting at 


Level 4 (4, 8, 12, etc.), so be ready for them. 

The Power Spins' sisters of pain are known as 
the Power Icons, which are random 3-D objects that 
float about the playfield. Colliding with one of these 
will definitely give your Trace a double take, while 
leaving you with a solid headache. It's not uncom- 
mon for a Power Icon to look like the mission 
objective, but don't be fooled. Your computer will 
tell you when you're nearing the mission objective. 
Power Icons appear at every odd-numbered level 
starting at Level 3. 

Now, rounding out the things that are likely to 
make you go boom are Mine Fields. These are a 
collection of various-shaped objects resembling 
mines. They don't track your location and aren't 
proximity based, so "all" you need to do is avoid 
them (of course, if you're the type to go running 
through a minefield, well...). These appear at every 

level after 18. 

Tired of the same old 
trench? Bonus Rounds have 
just what you've been want- 
ing — alternate trenches where 
dozens of power-ups are 
awaiting your hungry Trace 
fighter. Just make sure to 
grab what you need fast, as 
these alternate trenches only 
last about ten seconds. Look 
for the Bonus Round 


entrances starting at Level 12, then following every 
three levels after. They appear on the left or right 
side, sometimes even above the trench, starting at 
Alpha 510 and every 200 tiles thereafter. Due to 
obstacles, there won't always be an alternate trench 
every 200 tiles, but when there is, take it! 

Every so often, you'll run across a large, red or 
green spinning ring. Flying through a red ring will 
reduce either your energy, armor or speed. The 
green rings, on the other hand, will do the oppo- 
site, restoring either some energy or armor, or giv- 
ing you a burst of speed. 

Keep an eye out for force fields, which will turn 
your Trace into a pancake if you're not careful. 
These are the number one cause of death to 
Netrunners, so don't join the club. Oh. ..and don't 
drink alcohol while netrunning. 
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Lords of the Realm 

Impressions Software for IBM PC 

THE SCORCHED EARTH™ PLAN FROM THE JOURNALS 
OF PUGSLEY THE WICKED 



o' m. 


Scorched Earth™ is also an effective defensive 
strategy. If you're about to lose a county to an 
enemy lord and won't be able to recapture it in the 
foreseeable future, then follow these rules. Stuff all 
cows, sheep and grain into a wagon and send them 
to a safe county. Reallocate every field to grain pro- 
duction. Draft every available peasant into the 
army, and set the rest to mining iron. Use the army 
to attack the enemy's forces, but do not burn the 
villages; the idea is to leave this happy little king- 
dom intact for your enemy to suffer through. If you 
follow these steps, you will ensure that: 

A. Since grain-farming leeches the most fertility 
from the earth, all of the county's fields will 
become barren in a matter of seasons; 

B. Without any food to eat, the enemy army will 
become diseased while it is in the county and may 
even turn outlaw; 

C. Rioting peasants will obligingly keep your 
enemy's armies occupied; 

D. Bereft of food or fertility, the county will 
become a buffer zone that no enemy will want to 
capture or enter with a large army. 


Happiness 25 

Population. 220 +20 people - Good, health 

Co- Me Grain, ; sheep 


RftTICH fcCHItVtB 

Normal ration 

RftTI <?M WRHTfcB 


A t. 




H<?W 




< 




10 10 

Grain sis si 

. W"- . vrt : ^ A v::^ - 

Cattle 17 " 17 0 

Dairy produce feeds 170 


Grain from abroad. 




Tired of catering to the whims of your whining, 
lowly peasants? You have enough to think about 
just trying to defeat thine enemies. A simple fact of 
the matter is that no conqueror was ever known for 
stopping to kiss babies along the way to destroy a 
castle, which is why I recommend using the patent- 
ed Scorched Earth™ plan. 

First, you'll need to develop a group of three to 
four strong, productive counties to supply your 
armies with the tools of warfare. The remaining 
counties on the map should be viewed as "booty." 
If you conquer a new county and it looks prosper- 
ous, allow the county to live. However, if the new 

county looks like it's 
going to give you any 
hassles (plagues, starva- 
tion — the usual medieval 
political inconveniences), 
then scorch the sucker. 

Ship every ounce of 
food back to the core 
counties. Draft every 
available peasant into 
the army (keep an eye on 
Clinton's ancestors), and 
put the rest of them in 
the mines to produce 
iron ore. Stop riots 
before they organize by 
using your newly formed 
armies to toast every vil- 
lage in the county. This 
will effectively reduce 
the number of unhappy 
peasants in the county (and some happy ones, for 
that matter). After that, move the hungry armies 
into your enemies' counties and loot some fields; 
make them someone else's problem. 
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Start playing Maelstrom 
Configure the game controls 
Zap the high scores 


Enter the leuel to start from (1 -40). This 
disqualifies you from a high score... 

Leuel: [^EWl □ Turbofunk On 
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d Volume 
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liewsed to: 
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0 
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! Ha al copif s : 


0 

0 

N/A 


0 
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Please register Maelstrom 

Last Score: 0 





Maelstrom 

Ambrosia Software for Macintosh 

LEVEL SELECT 


The odds are against you; the enemy has many 
ships while you have but a few ships at your dis- 
posal. Unfortunately, things always seem to have a 
way of working out like this. But fortunately, there 
is a way to overcome the initial shortage of ships — 
and more. 

By hitting the L key, you will have the ability to 
not only choose what level you wish to enter upon, 
but how many ships you want as well. You want an 
armada in reserve? Now's your chance. However, if 
you think you're already the hottest fighter in the 
known universe and that you don't need no 
steenkin' cheats to help you out, a TurboFunk 
option is also offered. If nothing more, the 
TurboFunk mode will at least dish out a little humil- 
ity your way. 

If you're the type that lingers in the hopes of 
getting a multiplier or supply canister, heed the fol- 


lowing advice. After your bonus score drops below 
1,200 points on each level, it's time to get out of 
Dodge, for nothing more will show up. 

Last, for all you Easter-lovers out there, you'll 
be happy to know that Maelstrom has an Easter 
egg for you. Simply hit the X key, and a hidden 
verse that 
has no rela- 
tion to 
Maelstrom 
whatsoever 
will pop up. 

And now the 
heart of the 
Maelstrom 
awaits you. 
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! iiiiiiiiii cheat mode! 


Raptor 

Cygnus Studios/Apogee for IBM PC 




VARIOUS CHEATS 
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Having trouble grinding opposing 
forces into space dust? Lucky for 
you, Raptor has a myriad of cheats 
available that will have your enemies 
littering the landscape in no time. 

The first cheat requires you to have 
the registered version of Raptor. By 
simply pressing the backspace key at 
any time, your ship will 
magically acquire the death 
ray and restore its energy, 
too. The only drawback is 
that this will cost you all of 
your money, but if you do it 
at the start of the game 
when you have no money, 
consider it a freebie — and a 
powerful one at that. 


However, if the death ray isn't enough to make 
you feel comfortably safe, exit to MS-DOS and type 
the following (in all caps): SET S_HOST=CASTLE. 
Now run the game, and you should notice that on 
the initial registration screen it says "GOD mode 
enabled" to the upper left. Now you're a virtual 
Superman (or Supership, sorry), completely invinci- 
ble with not 
even kryp- 
tonite to worry 
about. Oh, and 
your ship will 
also have all 
the weapons 
to aid you, as 
well as 
900,000 
bucks. 



Jump Raven 


Cyberflix/Paramount Interactive for Windows/Macintosh 


- Sir® ' 


Halloween Harry 
Jump Raven 

Lords of the Realm 
Maelstrom 

Raptor 

Sid Meier’s 
Colonization 

World of Xeen 



HOVCH CONTROL 


GENERAL HELPS 


When you open the box for Jump 
Raven , you'll discover that there isn't an 
accompanying manual, nor a reference 
card. Here's a brief summary of what you 
need to know that isn't blatantly obvious. 

Under your copilot's picture are 
Navigation, Hover Control and Arms 
Control. Clicking on one or more of these 
assigns the respective Jump Raven 
actions to your copilot. It's generally best 
to allow your copilot to navigate while 
you control the hover and firepower. 

Clicking on Help or using Control-Q 
will take you to the High Scores screen, 
where you can optimize your system's 
performance to best suit Jump Raven. 
The on-line help, history of the game and 
craft information are also available from 
the High Scores screen. 

In general, defensive items aren't 
necessary to win, as long as you move 
and hover enough to avoid incoming fire. 
During the copilot selection in profiles, 
the confidential section lets you see how 




the computer is going to play. 

As far as weapons are concerned, use lasers 
and shells for nailing airborne enemies, while sav- 
ing bombs for the ground-pounders. Make sure you 
save some rockets and missiles for the last enemy 
in each city. 
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by Ron Dulin 




PowerMonger and Populous II, 
both of which take on a similar 
theme with new twists. And 
even as it develops innovative 
new game engines, Bullfrog con- 
tinues to keep elements of the 
god game at least partially 
involved. In its newest game, 


Though not as archaic as many of the games 
seen in this column, Populous has had a huge 
influence on the world of computer games. 
Begun in 1987 and released in 1989 for the 
Amiga and the Atari ST, Populous is one of only 
a handful of games that can 
be pinpointed as the birth of a 
genre. A completely original 
experience when it debuted, 

Populous has since become a 
blueprint for the "god game." 

Many games (including other 
Bullfrog releases, such as 
PowerMonger, and the more recent Ultimate 
Domain from Mindscape) have copied Populous 
almost note for note, even to the point of using 
the same control layout. 

Now available for 
almost 20 different 
platforms and sell- 
ing over 3 million 
copies, Populous is 
one of the most 
popular computer 
games in the 
world. In Japan, 

however, it became more than just a diver- 
sion or a minor addiction. Populous 
caused a veritable media frenzy, became a 
nationwide fad and was the only European 
game to have such a large impact on the 
huge Japanese gaming market. The design- 
ers themselves were treated like superstars in 
Japan, with film crews greeting them when 
they arrived for a visit. 


in order to save face. 

Populous also had an impact on Japanese 
music. A pop band wrote a song about the 
game that topped the Japanese music charts. 
Not even "Pac Man Fever" saw that kind of 

popularity. On a more 
peculiar note, the music 
from the game was written 
and performed as a sym- 
phony. But it wasn't just 
the music that was orches- 
trated — the sound effects 
themselves (e.g., burning 
buildings, lightning, shrieks of agony) were a 
part of the composition as well. 

The success of Populous led to the release of 
several other "god sims" by Bullfrog, including 


th 


<M£ 


e 


The impact Populous had in Japan was 
unlike anything seen anywhere else, far beyond 
even the recent Doom frenzy. The game was a 
hit on all fronts. There was a Populous competi- 
tion, which, in itself, is not very strange, consid- 
ering there were similar competitions all over 
the world. The difference was that, in Japan, the 
competition was a major television event. The 
winner had the opportunity to play against 
Bullfrog president and Populous designer Peter 
Molyneaux, who, in an ironic twist, had to cheat 


Magic 
Carpet, 

[reviewer 
on page 
48] it is 
possible 
to con- 
vert the 

people of different towns, who then become 
your "followers" and help you in your attack 
against the enemy. 
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FLIGHT & WEAPONS CONTROL SYSTEM 


Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this 
unique two-handed joystick - the Phoenix Flight & Weapons Control System. 

Each of the 24 buttons can be programmed using a graphical interface, designed for 
simplicity. The Phoenix is compatible with all games and flight simulators that support a standard 

joystick and keyboard controls. No special support is required. 




Advanced 










Advanced Gravis Computer Technology Ltd. 
1790 Midway Lane, Bellingham, WA 98226 
604-431-5020 or fax 604-431-5155 




CIRCLE #124 ON READER SERVICE CARD. 





. 


ji znutb 

DDL) iasi, Tyim;iii will 

hj/jjjlti ’ivliij anyiiwjtj. 

) inoci sophisticated flight simulation 
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LOCK ON: Bandits use team tactics, 
vertical maneuvers, jinking high 6 turns, 
chaff, flares, and the design strengths of 
their aircraft. 
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OPTIMIZE IT: Multiple graphics options 
and selectable resolution modes for 
MAX performance. 


CTRONIC 


• '• ■ 


DESIGNED BY THE BEST: The award- 
winning creators of Chuck Yeager’s Air 


TOTAL IMMERSION: Full texture-mapping, 
digitized explosions, video briefings, and 
hyper-realistic 4-track stereo sound 
effects and wingman audio. 


4 WAYS TO PLAY: 50 Single Missions, 
Campaign with carrier wing command, 
Quick Mission Builder, and Pro Mission 
Builder with extreme detail. 
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